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COMPENDIUM 



Wacky, Wacky, Wacky is the best way 
to describe this adaption of the 
traditional board games compendium, 
Your hosts are the Winks,, father 
Tiddly Wink and his wife. Mavis Wink, 
Up to four players can compete by 
taking the role of either one of the 
Wink children, the baby or the Wink 
dag. Plity Snakes and Hazard* where 
real snake* wriggle a>croe» the board, 
or the pub game where a rather drunk 
Tiddly Wink flips his beer glasses In 
the air for the rest of his Jong 
suffering family to catch* Old 
favourites Ludo and Bingo are 
not forgotten In this hilarious 
game for one to four players. 
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BLOOD VALLEY 

Archveult the hideous 
and mighty leader &f the 
Fired rakf' has riiT.rtHftJ 
that you must be hunted 
down like art animal and 
brought to sentence- Your only 
chance of survival is to escape the 
valley- Do you have the will and 
rpsour c I'HjIrw&S* to Succeed not 

only against your opponent but the 
creatures and eerie beings of the 
fantasy world of Orb as well. 
Based on the Du elm aster series 
of ferrteey books by Mark Smith 
and Jamie Thompson, authors 
of The Way of the Tig™-. 
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Dear ACE, 



38 

Hot coin-op action with 
Scanner. 



Arcade Ace 

Road Blaster and Time 





87.,. Adventures 

Baffled by Babel fish? The Pilgrim's Playing Guide to 
Hitchhikers Guide will sort you out Plus news of 
Level 9's solo release Gnome Ranger and all the tips 
that make The Pilgrim the winning est adventurer 
around. 



96 .Tricks "rT 

Tactics 

Five pages of the tricks, tactics 
and pokes that can get you fur- 
ther up the high-score table. 
Including step-by-step guide to 
playing XOR, and a veritable 
bonanza of pokes. 



BUY LINES 

104.. , Special Offers 

ACE mail order offers you amazing bargains - up to 
£4 discount on some games. Don't miss out 

102....... — Subscription Offer 

Knock another 10 quid off those mail order bargains 
when you subscribe to ACE. Don't be a chump; get 
on to it NOW! 



COMPETITION 

14 Two Grand Slam I! 

Win FREE software for a YEAR from the Telecom 
Soft range - and that means Rainbird, Firebird and 
Firebird Silver, It could be worth over £500 each to 
four lucky readers, Don't miss out! 



I give up. Issue l was bad enough - how you managed to get 
two free complete games on the cover is totally beyond me. 
And now you go and shove a playable demo of Bubble 
Bobble on the cover of Issue 2! What am I supposed to do? 
Start a launderette? Take o slow boat to China? Are you 
trying lo put me out of business? 

What really mokes me sick, though, is the stuff you 
actually print. Just because those Connors, Cookes and 
Wirtons have been around since day one of computer 
entertainment, does that give you the right to exploit 
them so mercilessly in filling your pages with such horribly 
authoritative reviews? With such siekeningfy brilliant tips? 
With such diabolically insightful features? 

And that's not even counting that sparingly vivid 
look at solid -3D games, or the astonishing Pilgrim's guide 
to Hitchhikers, or.... 

I've had enough. Please send me the nest twelve 
copies of ACE and give me a special £1 D subscriber dis- 
count off my copy of Mutant Train&potten Go Ape On ftambo 
Mountain. 
Yours sincerely, 
Adrian Frightful 

Publisher of Yesterday's Computer Entertainment 

Since this Is a serious magazine, we will be doing our best to 
give all our readers what they want, Including Mr Frightful. We 
draw the line, however, at including games like Mutant 
TiainspoftBfs In our special offers section. 
ie Editors 





REAL ARCADE ACTION AT ITS BEST! 



The yetir hi 2379i EovnVm vast reiources 
are finally running put (tigninq, must 
t*rlctga ttin patti ta tfni much reeled 
m o ft a r sunpliea, using th r a o Z X 
all-auraosa naftle^flirolaa fa link up the 
vital cosmicMiileriaco grid. 



SPECIAL FEA1 



# Full 3D amourtl *OH>*l*"g 
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SO F T W A R L 



FX by Tony CnmrthM', 



C64 1 28 cass £9 ,99 DS4 1 28 
disk £12.99 AMSTHAD cass 
£9.99 AMSTRAD disk 
£14.99 SPECTRUM £8.99 




NEWS 
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US GOLD'S CHRISTMAS 



Charlie Chaplin in City Lights: cm Iw 
bring it in on budget? 




CAaHte Ctrsptin: assembling tt» back- 
drops en the ST, 



FIRING UP THE 
AMIGA 

airebird have some good news 
for Amiga owners with the 
planned launch of their classic 
game Sentinel. Work will soar z-c r 
progress on this, their lirst Amiga 
product. The ST version of this 
game was very neat indeed, so the 
Amiga ought to be a real treat. It's 
good to see Firebird putting some 
commitment behind Amiga as well 
as the ST. 




X 



mas is coming, and US 
Gold plan to be ready 
lor it They've got 
some heavyweight 
licensing deals, a cou- 
ple of big sequels and 
a stockingful of coin-op conver- 
sions, all due out between now 
and you -know- when. 

With Gauntlet's forthcoming 
appearance on US Gold's block- 
busting Xmas compilation Solid 
Gold, It'll be replaced as a full- 
price title by the potentially even 
bigger Gauntlet 2 - based pn the 
coin-op sequel It'll have a hosl of 
extra features to attract the slash 
and grab crowd- The similarly 
compiled infiltrator will be 
replaced by Infiltrator If - The 
Next Day, which features three 
more missions for the heroic 
McGibbils. The good news here 
is that infiltrator I owners (and 
Solid Cold buyers for that matter) 
can get the extra missions alone 
at a very reasonable £5 off. 
Shame they couldn't do a similar 
upgrade for Gauntlet, really. 

The real heavy hitters in 
Gold's Xmas line-up should be 
their new coin-op licences. 
They've got Indiana Jonas and 
the Tsmpie of Doom for all you 
but I whip fanatics out there, and 
the really rather violent Rygar 
should also be surfacing across 
all major formats very soon. 
Rather nearer Xmas we can 
expect the smash hit sfcateboard- 
em-up 720 Degrees - though how 
they'll manage wllhoul those spe- 
cial controllers isn't loo clear - 
and the monstrously successful 
road-race game Out Run, 
Amsfrad and C64 demos of the 
latter look promising, but it's still 
too early to tell whether the 8-bit 
micros will be up lo a decent Out 
Run conversion. 

Last, bul by no means least, 
US Gold have pulled out all the 
stops in their bid for the 'Weird- 
est Licensing Dear award by 
lying up games agreements on 
no less than three dead people. 
Not such obvious winners as 




Gsunr,ipf If- ihe ST character selection screen. 




Out Hum an impressive Amstrad 
mock-up. bul whacn i( move like? 

films or coin-ops you might think, 
bul US Gold reckon thai the dead 
people in question - Charlie 
Chaplin, Marilyn Monroe and 
James Dean - should be worth a 
bob or two for them. First in line 
for "conversion" is Cheriie Chap- 
lin, but Gold have confounded 
industry cynics by coming up 



with a relevant and even lastefuF 
game- 
Bather than the Jet Set Char- 
ite the Chaplin license immedi- 
ately suggests to most people, 
the first game to come from the 
deal will be a film industry arcade 
adventure. 

The player must finance, produce 
and direct some of Chaplin's beet 
known pictures, starting with the 
classic City Lights. ST screen 
a hols look very impressive, and 
the monochrome theme should 
lend itself nicely even to the 
Spectrum. Looks like tasteful 
stuff - bul bear In mind the fact 
that US Gold haven't definitively 
ruled out some kind of platform 
game. 



EYE EYE 

a very week for what seems like 
ihe pasl few months 'teasers' 
have been pouring in lo the 
ACE offices, all of ihem bearing 
images of an eye. The PR source ol 
these resolutely refused to say what 
it was al! about. Now, al lasl, it can 
be revealed: Eye is the computer 
game q1 Eye. the brand new board 
game - whose creators expect it to 
be the ne:nt Mastermind or Trivial 
Pursuil. 

Eye, its creators claim, can be 
played by anyone Jrom 7 years 
upwards; yet. they say, it can be 
more complex than chess. The 




board game consists of concentric 
circles changing patterns as they 
revolve. The colours of ihe players' 
counters correspond to some of the 
colours on the board, and the aim is 
to control your own colour. Sounds 
pretty batflmg. Both 8 and 16-bil 
micro versions are coming real soon 
from Endurance Games. 
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NEWS 



COMMODORE 
GET THE BLUES 




Tre lads >\ne up * th ihar bumper cheque; jrWd 

ume on you blues!' is likely 
lo be the rallying cry of 
anyone working for Com* 
mooters UK following a £1 .25 mil- 
lion sponsorship deal signed 
with Chelsea FC, For three years 
the Chelsea team will wear the 
Commodore name and logo on 
I heir shirts. That's going to be 
pretty good for Commodore if 



think I hey COuld hav-n pulled Iheir sot ks up. 

Chelsea win lots of matches, do 
well in the FA Cup and gel them- 
selves on the telly a lot. But 
who'd want to be the man who 
put pen to cheque if Chelsea 
manage (□ get relegated to the 
Third Division in successive sea- 
sons? Soccer can be a funny old 
game, Brian, 

Soccer sponsorship is noth- 



ing new to the Amiga boys; Com- 
modore Germany already spon- 
sor Bsyern Munich and - pretty 
weird, this - Dynamo Kiev, on 
their forays into western parts. 
Will Atari follow suit ? Are 
Rochdate set for the soccer 
sponsorship deal of the century? 
Probably not, but watch this 
'sponsorship space' anyway. 



TELLY 
GAMES 

omark's new label TV Games 
is set to bombard you with |he 
prog oi ihe prog Launched at 
the PCW Show is Treasure Hani 
based on the Anneka Rice heli- 
copter quiz show. This is to be fol- 
lowed by Krypton Factor, a micro- 
version of the $uperbe>ng pro- 
gramme. Domark are also resusci- 
tating Buiiseye and Countdown, two 
more quiz game programs lhal were 
originally released by the now 
defunct Macsen We are informed 
that Ihese last two are being 
upgraded. 



VIRGIN'S 
DOLL 

*»v$ el another game of the doll. 
Wm Following Mask. Centurion. 
2 .J Masters of the Universe. 
Transformers and Gobots. Virgin 
are finally getting in on the act with 
Action Force, a game based on the 
manipulate toy, 

Programmed by the Gang ol 
Five, Action Force lakes place on 
the island of Bo1sr>eda (silly name, 
that is), where the enemy COBRA 
(nasty name, that is) have mounted 
a surprise altack on allied forces. 
The Action Force team have lo res- 
cue a hard disk left behind in ihe 
ensuing panic. The game should be 
available some time m October for 
Soectrum and C64 



DRILLER UPDATE 

Latest Driller screenshots from 
Incentive show just how dose the 
first Freescape game is getting lo 
solid, playable reality. 

BERMUDA 
PROJECT 

01 a nice little holiday in the 
sun. Instead Mirrorsoft drop 
you righi m the middle ol (he 
Bermuda Triangle, thai mysterious 
portion ol the Atlantic that rias 
soawneo more 'amazing mystery' 
books than the Creation. You p*ay a 
reporter ■ lucky old you oroppec 
an island which is made up of 
numerous 'time pockets', You have 
to use your skills lo move around 
and. presumably, get bacK to file 
your slory. £24.95 on ST, OUI mid- 
October. 
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NEWS 



CENSORED! 



Serman compute* users may 
have fun hacking their way 
into NASA databases, but 
ihey won't gel quite so far hack»ng 
people's heads off (rem now on. 
Palace Software's siice'n'dice-em- 
up Barbarian has just fallen foul of 
Wesi Germany's Bundesprufsteile 
Fur Jugendgelahrdende Scnriften - 
the federal organisation responsible 
lor leslmg youth-endangering publ - 
cations - and cannot now be sold 
(here lo anyone under 18. 

The Bundesprufsteile previous- 
ly hit Ihe news for banning the 
MicroProse submarine simulation 
Silent Service - loo militaristic, it 
seems - bul it was the violence in 
Barbarian lhal they look issue with. 



Palace's response 1o I he banning 
was Surprisingly low on oulrage: as 
with the controversy over Maria 
Whittaker's scanlily clad presence 
on the inlay, it seems in at any pub- 
licly is good publicity. 

The same goes tor CRL it 
seems with their latest St Brides 
adventure Jack the Ripper Unusu- 
ally (Or St Brides the game should 
be iaktng a serious view of its gristy 
subject matter, which should make 
it gruesome stuff indeed. The signs 
are thai CRL will submit the game 
for certification as a home video, 
repealing the publicity slum of their 
DracLfia launch, Whether ttiey'll get 
another 1 5 certificate for their trou 
bie remains lo be seen, but they're 



bound to get some publicity 
mileage out of it - they're already 
claiming that Dmcuta 'was so horrif- 
ic that it had to be censored'! 




ANTI-HERO 



Sick of being Mr. Nice Guy? Mir- 
rorsott's King of Chicago ■ 
£24 95 on trie Amiga - will give 
you the opportunity to topple Al 



Capone from his perch as boss of 
the windy city's mobsters. How you 
indulge your nasty nature after that 
is unclear. 




Let's hope that limo don't move no further. 



MIRRORSOFT'S 
MEAN STREAK 



o. we're nol saying they're a 
miserable bunch of skinflints, 
just informing you that they're 
producing a game called Mean 
Streak, featuring killer bikes and a 
lol of mayhem. The game's due oul 
mid-Oclober on Speclrum and C64, 
ST by Xmas and Amiga shortly 
after. Mirrorsofl witl be runnmg a 
competition on the game giving you 
the chance to win a mountain bike 





UP'N'COMING 



T- Minus 10 and counting. >, 

Origin syslems look set to send you to Ihe stars around Chnslmas 1tme 
with the release o< a space slrategy game called 2400 A.D Price is as 
yet unknown as is the exacl release date bu1 according to Colin Basiabie 
- Microprose's new marketing manager ■ ihe game is "well advanced and 
looking good". Microprose ihemselves are also planning to reiease a 
space simulation game at about ihe same :ime bul. again, details have 
not yet been disclosed. The fun doesn't stop ihere though because Origin 
are also planning to release a Basketball stimulation game called Home 
Court in ihe run up to Christmas. 

Getting offensive down under 

PSS. the straiegy and wargame simulation people, are planning to 
release a number of games Irorn the Australian Strategic Studies Group. 
The titles will include Baffles irt Normandy, which will be a wargame sel 
in Europe in the Second World War. Russia - The great war in ihe easl 
will be m a similar vein, but a different location, Battle Front is another 
WW2 wargame and Europe Ablaze 'S a wargame based upon aerial 
operations. Carrier at IVans anoiher wargame. this lime set on board an 
aircraft carrier "somewhere in itie pacific' and finally Reach for the Sktes 
is an inter-steHar colonisation game. All titles will be released on the C64 
(disk) with a probaole price of £24.95. 

Hewson's Pius for Pius 3 

While the Juture of the Spectrum +3 still looks a little shaky, some com- 
panies are taking the lead and plan to release titles on disk for Ihe 
machine. One such company is Hewson who are hoping to please a lot 
of people this December wilh the reiease of a powerful compilation of 
best selling games such as Exolon. Zynaps. Ranarama and Uridium 
Plus. Prices start at £8.95 for Spectrum tapes and £1 2.95 for the +3 disk. 
C64 and Amstrad versions will cost £9.99 and £14 95 on casselte and 
disk respectively. 

If you can'1 wait 'till December irr?i Ht?wsor also plan 10 release a 
shoot - em up called Nebulous which promises to be a 'fanias'ic ock ng 
game" ir> November. Prices are fixed al £7.95 for the Spectrum cassetle 
with a +3 disk version possible bul not yet decided. C64 owners can 
expect lo pay £8.95 for a cassette and- £12.95 for a disk version of the 
game. 



'news 



TIDDLE THAT 
WINK 

remits Compendium will 
otter a wacky arcade adven- 
ture game based on mose 
classics of the board Snakes and 
Ladders. Ludo and Tiddly winks. 
Yout host lor (his unusual entertain- 
ment are the Ey Winks - pop Tiddly 
and mom Mavis. You lake the role 
of one of the four Wink kids, the 
Wink baby or Ihe Wink dog. Com- 
penttivm should be around towards 
the end at November on Spectrum, 
Amstrad and C64. 



AUTUMN ALL 
SPORTS 



IE! trap on your goggles and it's 
H chocks away, chaps! That 

evergreen WWU tlight simu- 
lator Spitfire "40 is coming out for 
the ST, courtesy of Vickers- 
Supermarine tans Mirrofsett 
You'll now be able to defend 
South-East England from Nazi 
bombers in 16 glowing colours - 
trie cDDkpit interiors in particular 
look very impressive - so would- 
be Douglas Baders can start pol- 
ishing their tin legs right away. 

II all this talk of snicking the 
Hun's bails strikes you as poor 
foreign relations on an interna- 
tional machine like the ST, just 
wait till you get hold of F-15 
Strike Eagle. Now you can bomb, 
strafe and dogfight your way 
across the Middle East on your 
ST ; thanks to Major Blil Stea ley's 
very own Micro Prose. The game 
offers seven different missions 
over Libya, tran s North Vietnam 
and a few other places Major Bill 
doesn't like very much. There's a 
positive em harass me nl of 
weaponry on offer, plus the real- 
istic controls and complex instru- 
mentation we've come to expect 
from the sim specialists. 



TALLY HO VS. 
GUNG HO 




Taking on a Libyan S ukhoi 
fighter over the Gull of Sir- 
dar in your Iruily 



Spitfire no head-up 
displays an litis one. 

chaps! 



^his autumn sees a vogue 
for compilations - a vogue 
that Ocean are not lo be 
left Out ol. They're bringing you 
i arc we quoiei 'a bumper 
sporting compilation pack of 10 
games.' This will ; eaLre over 
20 sporting events and will 
have the imaginative title of 
Ga me r Set A Match. 

For (he C64/12B, spec- 
trum, and Amstrad ihe pack 
gives you such sporting clas- 
sics as Hypersports. Barry 
McGuigan's Boxing, Ping Pong, 
Jonah Barrington's Squash, and 
Super Soccer among others. All 
this for a price ol £12-95 cas- 
sette or £1 7.95 disk. 




EYEBALL Q- 
BALL 



Merrtafjie Games campetilo-i. looking lost 
in Italy 

ALTERNATIVE GAMES 



£|I ick lo death of all those sports 
||i programs? Looking tor some- 
¥ !hing just that smidgeon differ- 
ent? Gremlin's 'comical sports 
spoof Alternative Games may pos- 
sibly provide the answer. 

The traditional events include 
sack racng. boot throwing, pole 
climbing and running up waits. Each 



one lakes place in a different loca 
tion - in Italy, for some reason or 
other. Players are guided through 
the games by a squawking pa<rot. 
Will it vomit when you lose, like Ihe 
proverbially sick one beloved of 
foolballers? Find out on Spectrum, 
Amstrad and 004/128. 

ACE 



Set tor release on the 
I Amiga in mid-October is 
_l English Software's 0 
Sail. It's not pool, it's not 
snooker and it's not billiards 
but !" -s a ball game with the 
same basic concept, but 
played inside a cube which 
has no gravity, eight pockets 
and the ability to be rotated in 
slunning 3D. So now you can 
line up your shots in true per- 
spective. With digitised music 
and real sound effects (ale 
quaffing noises in the back- 
ground perhaps? ) it promis- 
es to be an absorbing game, 
despite the improbable name 
of the author, a Mr - wait for i| 
- Billy a rd. Price lor Q Bait is 
fixed aK1 9.95 inc VAT, 
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COMPETITION 



TWO 

Grand 
Slam!! 

£2000 worth of software up for grabs 
in ACE s stunning Telecom Soft 
games giveaway... 



Ho ho ho, you just can't believe it, can you? Just 
another Father Christmas lalry tale, we hear you 
cry ..OK! Just turn the page! Go ahead and miss 
out! After all r you'll only be turning down the 
chance to walk away with a YEAR'S supply of 
FREE games, games from three o( Britain's best 
software labels, a whole string of red-hot releases 
that will simply go ker-plopp through your 
letterbox - without you having to do so much as 
rise from your keyboard! 

The Prizes 

ACE has joined up with Talecom Soft's Rainbird, Firebird, and 
Firebird Silver labels to bnng FOUH oi you lucky readers the chance 
cl winning EVERY release from ALL THREE labels for a whole ywu 

Judging by the previous releases from Telecom Soft, that means a 
whole yooi oi top quality software lor youi machine, since the 
company cover a very wide range of formats. 

, * Currently ihere are twelve releases scheduled 
torn Rainblrd for 19B7/S, with retail prices ranging 
between £14.95 and £24.95, WUh games lite 
TS&dity - ■> Staigikiei already on the table, you simply can't 

ll^\ij^2«k^i go wrona - lf y° u ' ve 9 ot an ST mat means you 
Mrfinuuw could get at least £265 worth of games from 

jjlH^i^k^Wlk Rambiid alone This pari of the prize would be 
41 HfflBpH BF worth a mega-com petition on it's own! 
rTT ^W' 1T1 Firttoitd of Elite and Sentinel fame are expecting 
^J^fc. ■ -a, —i to conquer the charts with no less than ten releases 
TCCBIreu irj ]g^7/§. At retail prices between £7.95 and 
£9.95, thats worth around to Commodore 

and Spectrum owners, and even more toihose with 
16-bit machines. 
Finally. Firebird Silver, who have proved 
^ . . themselves one o( the most successful budget 

F~t^G E3 tn£G3 companies around with affordable classics like 
Thrust. Booty, and Zenji. Best of all. they're planning over a hundred 
releases over the next twelve months at £1 .99 and occasional games 
in theii new £2.99 range., and since the lucky winners will be getting 
them for the pnce of a stroll to the front door, that'll be worth al least 




£200 to them 

Add it all together and you get a four prizes worth between £450 
and £650 each, depending on which machine you own and the 
exact number o( releases from each label during the coming year. 
You'd have to be mad to pass up a chance like this 1 



What you have to do... 

Lets face it. it just couldn't be easier! All you have to do is check out 
the scieenshot section printed on the entry form and. by examining 
the shots elsewhere on these pages, decide which game the section 
comes from For example, you might think the section was taken from 
our scieenshot of Slaigbdei, in which case you should enter Starglider 
in the space provided Then all you have to do is complete the rest of 
the !crm, using block capitals, cut it out ol your magazine (or 
photocopy it) and send it off to the address on the form Entries must 
reach us by November 14th 1987. The winners will be the first four 
correct entries pulled out of the hat. 



How can you lose with 
software like this? 



Just a quick reminder of same of the 
titles Telecom Soft have brought you 
in the past - and a taste of what's to 
come... 




Advanced OCP Art Sludio (Rain bird} 

Available on almost all lonnals, we plck*d out AAS In issue 1 ol ACE as being 'the test bit- 
mapped Paintbcu program'. Few Spectrum aimers it remains th» most powerful and easiest 
to u» piece of graphics software ever written lor the machine, and II tops tin Hal for 
Amstrad and Commodore owners as w*ll Random sprays, sateen pans, sixteen us*r- 
des'mable brushes and you can manipulate yourimflge by cutting, pasthg. enlarging, 
reducing, squashing, stretching, nipping, and rotating. WHO knows what they'll come up 
with this yaar? 




Starglid-er (Rain bird) 

AJl-aetlon air-to-air and air-to-orognd flight simulation lhat's achi«v«d enormous popularity 
end even been given it's own TV slot! The game incorporates a high degree ol fast 
movement and flying ability with a subne degree of strategy as you do Battle against the 
naughty Egrons on jolly old Movenia. the Amiga version avan has stereo soundtracks and 
digitised speech! Qiher versions have been just as successful, making this one 04 the most 
sought-after space games around You can bet lhat the software up tor grabs In our 
competition o^er the nert year will be jus) as editing. 



COMPETITION 



Entry Form 

Your name: 
Your address: 



Examine the screen shot section below and enter 
In the space provided the name of the game you 
think it comes from. 




This screenshot section shows part of the screen 
from: 



If I am one of the lucky winners, I would like to 
receive software compatible with the 



Please tick the following boxes where appropri- 
ate before posting your entry: 



Which of the following magazines do you buy? 

Commodore User 
Your Commodore 
Your Sinclair 
Sinclair User 

Computer and Video Games 

Your Computer 

ST World 

ST User 

Crash 

Personal Computer World 
Zzap#64 

The Games Machine 
Computing! with Amstrad CPC 
Amstrad Action 



□ 
□ 
J 

□ 
□ 
□ 
-) 
Q 
□ 
□ 
Q 
□ 



(slBlo computer and lormat required - cass/dlsk) 



Rules: 

1 . The dosing date for entries is November 14th 1987. 

2. Employees, of Telecom Soft. Future Publishing Ltd. and their families 
are ineligible for entry. 

3. The winners of the competition shall be (he first four correct entries 
drawn at random from amongst those leoerved prior to the Closing 
Date and no correspondence will be entered into. 

4 Winners will be notified by post and their names published in the 
January issue of A C.E. 



Send this form to: 

Telecom Soft Competition, Advanced Computer 
Entertainment, 4 Queen Street, BATH, BA1 1EJ 



^Thfutf (Firebird Sipvei) 

Dne of the many Firebird Silver budget games that have proved to us ill that cheap ooesn'i 
mean rusty. Thrust Is a wonderful example ol how $ simple game can grab you tor hours on 
end as you manoeuvre your spaceship through a series ol caverns. Your ebfecl is To called 
luei and destroy hasiale gun turned without crashing inlo the tunnel walls. Tough enough as 
it is, bul you've alio gg| to make a ralurn journey with a heavy load slung under your craft 
Very mean ana" VERY 3dd ctive. Look out lor mgr* winners like ihis year poppnq 
through VOUR letterhoi?? * 




Sentinel (Firebird) ► 
A truly unique game in which you play Ihe part of a SynlhokJ and must travel through 
TQO00 sensational 3D landscapes in your quest lo destroy ihe Seminal. Slnilegy Mrti- 
bined with high-pressure punling gives you an immensely challenging gam* lor people 
who Ilka to mini on (heir feel. Received numerous awards (or originality and prog ram- 
ming expertise. 



...and coming soon... 

Dick Special; The Search for Spook (Balnbird) 
Tfiose with long memories will remember Ant Attack, a game liu>t revolution ised 
ptoplaa Weas iboul 3D programming possibilities on &-hrt machines. Dick 
Special Is the Istesi creation of Sandy TVti ile and Angela Sutherland of Ant 
Attack fan* and has b«n over two years In (he making. Rainolrd reckon thai it's 
(he Tirsl ever fully animated cartoon character to be completely cor>1roiled by the 
player with superb detail and high-quality animation. Certainly the preview pfc 
looks pretty Interesting - ACE wiirpf course be covering ihis release as soon as 

we gel our sweaty paws on a copy 





1 SME 



STRATEGY 
SIMULATION 




ADVENTURE 
FANTASY 



thio ATARI 




1, ORBITER 

COMING SOON 
The most accurate space shuttle 
simulation available, taking you from 
launch to landing , , and ever/ possible 
hazard in between. 

2, BALANCE OF POWER 

'Balance of Power is simply the best 
strategy game out on the ST. ' Popular 
Computing Weekly. £29, 95 

3, STRIKE FORCE HARRIER 

The most realistic simuJation yet of flight 
and combat in one of Britain's most 
exciting fighter planes. £24.95 

4, 6AT0 

Take command of a GATO class World 
War II submarine in this award -winning 
simulation. £29.95 



5. DEFENDER OF THE CROWN 

COMING SOON 
Defender of the Crown brings back all 
the romance, action, thrills and 
adventures of the days of chivalry. 
£29.95 

6. BERMUDA PROJECT 

COMING SOON 
Danger and adventure in the mysterious 
Bermuda Triangle. 

7. SDI 

The screen burns with forbidden passion 
and global war! £29.95 



SPITFIRE 40 

COMING SOON 
F iy the most famous warp I ane of oil and 
save your flight log. Rise through the 
ranks of the RAF towards the coveted title 
ot Group Captain, DSO, D,FC, VC. 
£24.95 



The publishers reserve the right to alter prices; and 
specifications without notice. Please check prices 
and availability before ordering, 




MlrTorsoft Limited 

Athene House 66-73 Shoe Lane, London £C4P 4AB 
Telephone: 01 3774645. Fax:01-3530565 
Telex: 9312100112 



LETTERS 1 



ACE LETTERS 

ACE readers sound off about the state of the world and the state of ACE 



I Who? 

Could you please give me someone 
to wrile to 7 1 Ihink your new 
magazine is brilliant. However, I do 
ihmk that there are changes that 
you should make. 

Firstly, who am I wriling to? I 
think ihai the persons} answering 
tellers such as this should have a 
name or names so that people Irke 
me would know how to head letters 
like this. 

Gareth Sapor 

Neath 

Wefiyov should send letters to 
Pete Connor. But please try to 
make them a bit more interesting 
than this one. 



1 WowlTriff! 

As l walked into my local 

newsagenis to get a paper, I 
noticed your mag - well, the game 
really. So I picked up your mag. 
bough! i| and went oul of the shop 
reading your mag. Wow! Triff" Mega 
mixiures of computers mag 1 So I've 
got an order al my newsagent tor 
your iriff mag! Oh yep, I own a ZX 
Spectrum + but I's scrapping my 
pennies together for an ST bul I 
realty would Irke to win one 1 Anyway 
Great mag and keep up the good 
work! 

Darren Sparrow, 

Eastieigh 

Welt, we'd alt like an ST, wouldn't 
we? Still, you might get lucky in the 
competition. 



Standards 

I am wriling to air my views on the 
standard of software available. 
Software companies seem lo be 
going through a phase of converting 
every arcade coin-op they can fay 
their hands on. And then they 
expect us to buy ii because on the 
cover of the game it says Officially 
Licensed Conversion'. Why must 
we pul up wilh pathetically childish 
games such as The Astonishing 
Adventures of Mr Weems And The 
She Vampires? Piranha must be 
desperate for ideas. 

Wny can'i we hava some 
original plots instead of the usual 
'dodge the deadly nasties and then 
blast the hypergalatic 



What a relief to get some genuine letters on these 
pages. They're proof that you do reafly exist, And a 
very mixed bunch you are; the oldest authenticated 
reader is 63, while the youngest is 9. Whatever the 
age you seem to have liked - on the whole - our 
first issue. Let us know what you think of the 
second one; we reckon it's a whole lot better. Get 
in touch with us on anything you feel strongly 
about, by writing to ACE Letters, 4 Queen Street, 
Bath, BA1 1EJ 



pandimensional timewarp and then 
do il all over again'. If software 
companies wanl us to buy their 
games they must at least try and 
produce something a bit more 
interesting. 

Andrew Russell 

Cwribran, Gweni 

The simple answer is that too 
many people are prepared to put 
up with 'pathetically childish' 
games, rather than advanced 
ccomputer entertainment. We'll be 
going in to oat for the tatter kind. 



Sad Amstrad 

I must congratulate yourself and Ihe 
rest of ihe team at ACE lor 
producing a really 'spoof mag. I 
especially enjoyed reading Pete 
Connor's commenls on Pirates. 
However, sadly. I'm an Amstrad 
owner and was a bit frustrated at 
the limited offers for Amslrad 
owners compared to the obviously 
more favourable freebies offered to 
owners of Spectrums or 
Commodores. Please iry to improve 
your service to Amslrad owners. 

John Wood 

Greenwich 

Frustrated? While the cover 
cassette itself didn't offer Amstrad 
owners a lot {OK - it offered them 
nothing} you were given the 
opportunity to get a pretty stunning 
£8 oft some very good games - 
which Commodore and Spectrum 
owners didn't gel. And the bargains 
went on in the Mail Order pages. 
So I don't reafly think you were 
badly done by. 



m Boulderdashed 

i have just purchased your first 
issue, and will be purchasing many 
more to come. I recently bought the 
game Boulder Dash f. and find it 
reasonably easy up to level I then 
find it impossible to do, Have you 
any tips or pokes? 

G, Brunei 

Coventry 

We've got stacks of tips for thai 
classic game - and. in fact, we 
were going to print them in this 
issue. But pressure on space 
meant we had to leave them out. 
Help will be at hand in the next 
issue of ACE. 



i Cheeky beggar 

In your firsl issue or ACE yoj made 
1hri?e mistakes. They are: 
m Page 88 Castle Computers 
Rode Runner. (Road Runner) 

(2) Page 74, game 'Lords ol 
Midnight' missed oul price list. 

(3) Page 76, game The Besl of 3D' 
missed out price tor Amstrad. 

Do I get a prize for spoiling 
these misiakes? 
David Bird 
Newport Gwent 

rVo. The minimum number of 
mistakes you need to spot in order 
to be eligible for s prize >s 4 73 
There were quite a few 
typographical errors in A CE 1 - but 
not that many. 



1 Loves it 

After reading your first issue of ACE 
I was thoroughly surprised with ihe 



colour reviews and the PC is a 
brilliant idea. Your Mail Order 
software is fantastic. I own a 
Commodore 64 (4 years old 
y'know?!!} and love to see the 
graphics and reviews of the Amiga 
and Atari ST. 

Stephen Mi ddleton 

Thornton Heath 



Adding ROM 

I read somewhere that the Atari ST 
had 192K ROM but coufd be 
expanded to 320K by adding extra 
ROM packs, if that is correct how 
are they added? i.e. plugged on 
back or placed inside the compuier. 
I am seriously ihinking about buying 
an ST, 

S Seniston 

Notts 

Yes. you can expand the ST$ 
ROM. There's a slot at the left side 
of the computer where you cart 
plug in up to 126K of extra ROM. A 
widespread use for the extra ROM 
is a better version of BASIC. 



1 Sound query 

Could you please answer my 
queslions: 

(1 } I have heard that ihe Atari ST 
has the same sound chip as Ihe 
SpeclruT DoeslNs meamhe 
sound is jusl going to be a bit better 
than the 64? 

(2} I am working and I was tn doubl 
on whether to buy a Sega. Atari ST 
or Amiga. Is it really worth the long 
wait for an ST or Amiga? 

Keep up the good work chaps. 

Greig Stewart 

We si Sussex 

A. Boffin writes: Yes. the ST does 
have the same sound chip as the 
Spectrum Plus Z But sound quality 
depends not only on the chip used 
but also on the power of the 
processor driving it - in this case 
the speedy of 6BO0O. Clever 
programmers can get some nifty 
noises out of the ST- much better 
than you're ever likely to hear on a 
Spectrum. 



1 ST or Amiga? 

Having been a dedicaied 8- Bit 
machine man for some 6 years now 



"1 ^ kl 
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I have decided to move on up lo a 
1 6-Bit machine but wtiich one? The 
Atari St or tie Commodore Amiga? 

Being a CBM 64 user I am 
i p c med towards the Amiga but 
before stalling out some £500 I 
want 1o Know more details. 

How about a Bench Tesl on the 
two showing all the 1 pros and cons 
tor each machine a$ well as /our 
views upon which one is likely to be 
better software backed? 

David Harrhy 

Bargoed Glamorgan 

It's a tricky problem, and one that 
needs- a lot more space than we 
can give It here. Which is why 
we're doing a comparison of the 
two machines in our next issue. 



Missing MSX 

I looked at your new magazine on a 
local book shelf 1 his week, rinc 
that you found it very easy to 
pretend ihai MSX has r>oi been 
invented as yet. Why/ is it that 
magazines are so anti-MSX when it 
►s now a facl more people in (he UK 
use MSX lhan CBM64s arid BBCs, 
yet mags like yours seems to be so 
nasty about it, 

You are fOSing over 95.000 
Msx readers in UK, and over 2 mil 
in Europe. 

You cannot have that amount 
with Alari/BBC'CBM64's put 
togeiher. We lost the Msx 
Computing Mag by Haymarket 
Publications, noi because of lack of 
readers but to lack of Ads. 

I then look forward wilh many 
others to buying ACE when you 
start printing about MSX 

0, Webb 

Spalding 

I understand your distress - and in 
future well be trying to make more 
mention of the MSX machines. At 
the very least we'll be including 
them in the Release Box thai every 
review contains. The problem 
though is that software just isn't 
developed on MSX these days; 
when a game is new ■■/ appears 
somewhere else. Finally, I think 
you've exaggerated just a teensy- 
weensy btt the importance of MSX 
relative to other computet s. 



m. Nipper wins Crown 

I am only 3 years old and I have 

completed Defender of the Crown 
and you have my dad's signature 
u- :ie dotied line to prove it. So 
whai do you mink of ihat 1 

Nicholas Bume 

Isleworth 

I think it's pretty impressive. 



i 128 games 

I have recently saved enough 

money from a summer job to buy a 
new Commodore 128 and 1571 
dist or ve. P ease cou d you tel me 
oi software specifically designed for 
il as the main software houses treat 
it as a 'ghosf. 

R. Johal 

Hayes Middx 

Well, we've racked our puny brains 
and we can't come up with any 
titles written specifically for the 
128. The point is that there many 
more 64s than 128$, $o software 
houses naturally write for the 
larger user base and then ensure 
that software runs on the higher 
spec machine - generally, in 64 
mode. 



m PIC perfect 

Well done on your fist issue. I'm 
glad that you haven'i reverted to 
making you magazine look like a 
comic with colours everywhere. The 
colour pictures are greal, the news 
section is great and the new review 
system is excellent. I hate the other 
reviews such as 5 stars , or 1 0 out 
Of 10. Your reviews give Ions of 
information and the PIC is really 
clever. 

Patrick Walsh 

Slough 



Pre- pubescent 

I simply wished to congratulate you 
on the quality of the excellent first 
issue of ACE. 

The magazine has begun al a 
fairly high standard and will, 
hopefully slay there. Too many of 
loday's publicalions cater to 
'schoolboy humour ' so it was 
:; o;i sanity surprising to see that 
Ihere was no s'lly address lo wite 
10 on the Atari Competition, neither 
was there a glut of "def", "smash", 
'wow', or Other such expressions 
ediled by pre-pubescent schoolgirls! 
Keep up the good work. 

Steve Caple 

Crewe 

There was heated debate on the 
subject of schoolgirls when we 
began ACE. but this is not the 
place to go in to it. 



Is he crawling? 

The more good compuler games 

magazines Ihere are. the bette' it s 
for the dedicaied games place. ACE 
cedainly ranks highly amongst my 
favourite magazines. No, I'm not 
crawling, I do mean it. Wouldn't it 
have been easy to jump onto the 



magwagon and rate games in the 
way we all know and love?, instead 
ACE came up with a totally novel 
approach, including a graph that 
told you roughly how your evel of 
interest would fluctuate over one 
year. You must admit thai is pretty 
useful, especially if you're in a 
similar situation to mine and have to 
spend your pennies wisely. 
Rahgi Jos hi 
London 

Are you sure you're not cm wiing f 



m !?!!?%! 

Excellent, excellent, excellent! Oh 
Boy! At long last, can I believe my 
eyes' Am I dreaming!?! Have I 
actually just found and read an 
almost 16-Bh based, NON- 
COMPUTER DISCRIMINATORY 
entertainment-based magazine? A 
magazine without pages of "pecks" 
and "Prods' or whatever they're 
called? A magazine full of down-to- 
earth and incredibly colourful 
games reviews, graphic, adventure 
and music sections written in 
everday average punter in the 
si reel speak? 

I wanted to rush out, buy and 
play most items covered in the 
reviews, Shame I haven't gol a 
computer! Ther agam. I could have 
a go al the easy 10 enter 
competition. None of that "finish ihe 
following sentence" cfaptrap. f f 
hope this letter does n't exclude me 
from winning}. 

All this is loo much for me..,. I'll 
have io go and he down in a 
darkened room until October 1st, 
slobber, slobber. 

Yours suffering from high blood 
pressure. 

Mike Casarlelli 

Derby 



Same stable 

Having fust bought ACE I figured 1 
should write and congratulate you 
on a brilliant tirst issue. 

When I sold my Amsirad ihe 
one ihing I missed was Amsirad 
Aclion. The impress«on I got 'S that 
ACE is from ihe same siabie. If not 
il is very similar wilh its light hearted 
approach and whatever the case I 
like your style. I buy a widevartiety 
of mags, some specialist ST mags 
and some general computer mags. 
From whal I've read your mag 
seems sel to compete with CVG 
and il doesn't take a lot of 
intelligence to figure that you will 
win. ACE is light headed and 
simple yet il doesn't become a mag 
For 3 year olds. Obviously your mag 
has still to develop, but I'm sure it 
will be a success. 

By the way I've two grumbles. 



One yourfaull, one not. Firstly I 
object to paying 50p a tickel 
booking fee for PCW show 1 ckets 
(perhaps the ed could blow up the 
ticket agency - only kidding). 
Secondly, I think game scores out 
ot i ooo is a bit OTT f » gel 
confused). Finally,, your spoof 
letters page was brilliant 

M. Knight 

Harrow 



1 Impressed 

I was most impressed with the 
magazine - particularly the new 
style reviews. It is a good idea to 
include the Predicted Interest 
Curve since when buying a game it 
is often difficult to predict how long 
into the future you will be playing it. 
The 10 FACTOR" is also a good 
idea as even a dedicated 'Zapper' 
likes to have something to thinK 
about in a game- 
One problem with the review 
system is the 'ACE rating" which I 
find a htile confusing due to it being 
out ot 1 000. Wouldn't a mark out of 
10 be sufficient? 

I think the idea of giving away 
free games is good. However, rt 
could be better to give away 
playable levels of new releases 
since 1hi$ would be better tor the 
public in that they would be able to 
adually spend time playing part of a 
game instead of simply buying it 
outright - which is often a n&k these 
days at £10 a lime. 
Andrew Gaunt 
Walsall 

A mark out of 10 wouldn't really do, 
since the ACE Rating is directly 
related to the area under the PIC; 
we need the 1000 lo show up the 
variations. Your suggestion about 
ihe cassettes is a good idea - so 
good that we ere doing it on this 
very issue, with the five playable 
Bubble Bobble screens. 



Fab 

May I say thanks for such a fab 
magazine. When I saw il I bought it 
straight off and when 1 saw it was 
by the ex-PCG team I was thrilled - 
ifs just how PCG used to be, 
except better! 

Whilst you were gone I have 
started my own computer fanzine 
for Commodore, Spectrum and 
Am&trad Called Computer Lynx. It 
costs 3Qp' and issue 5 is available 
now! This issue contains a fab 
Mastertronic Competition and news, 
reviews, hints, lips, pokes, reviews, 
exclusive new games in depth etc. 

Anyway, all ihe best for the 
Suture of ACE. I sure hope it lasts a 
long time! 

Anyone ordering Computer 



"■ & ACE 



letters' 1 



lynjt please enclose a S.AE p us 
cheque/PO for 30p or cheque/PO 
for 49p with no SAE. payable lo 
Jonathar Morris. 

Jonathan Morris 

187 Perrysfleld Road, 

Cheshunt 

Herts EN80TL 

We shouldn't reatiy be publicizing 
rival mags, but since you've been 
so nice about us. . . But why you 
should want to name your mag 
after a iong*defunct computer 
beats me. 



Never before published 

I have been writing to Popular 

Computing Weekly (especially Ken 
Garroch} tor years. Never once 
have I had a reply or a letter 
puohs^ed (penaps they wn!e their 
own as well ') 

Nick Marshall 

Newbury 

Will thi$ do? 



1 The shape of things to 
come 

It kind of hit me between Ihe eyes 
white I was browsing thru' the usual 
computer mags, C&VG, Crash, 
Sinclair User. Your Sinclair, thai 
kind of stuff. 

Is this the shape of ihings lo 
come, I asked myself? Do yoo at 
ACE inlend on handing oul freebies 
all ihe time?? Wifll ACE fade away 
after a few months inlo the darkest 
recessess of obscure oblivion? (I 
hope not). 

I found the Graphics Scene 
article really inieresting, as I'm 
considering the purchase of a 520 
ST. I was wondering if there was 
any games creaiion software for the 
ST in the pipeline, as I'm well into 
arcade quality animation & action, I 
was wondering if there was Ihe 
slightesl chance of something like 
PAW being adapled to suit Ihe ST 
'ange as I'm well inlo adveniyres 
and Tolkien, rescuing lair maidens, 
hobbites, ores, white haired 
wizards, eg. Gandall, putting an end 
to lotally evil madmen such as 
San ran releasing dragons ot their 
hoarded fortunes and the odd Hone 
deal dwarf, 

Oh well, musl gelgackto 
finding a way ouj of 111 is dungeon. 
Hooc L.jct 10 yoj J I ACE wiih 
further issues, boldly going where 
no other magazine has bothered 
go ng before ., 

The Jester 

Ashlord 



ACE will not fade away into 
oblivion. Unfortunately, we don't 



know ot any gam0 creation 
software or of any ptan$ to produce 
the adventure creators for the ST. 

I Rubber devil' fan 

I lhank you for yourfreebie game 
with issue 1 of ACE. but I feel I hat 
your format is another clone of the 
oiner mags about - nothing's 
changed; games games and 
nothing bui games: I know you 
HAVE to cover games to sell the 
mag, but could you try to include a 
listing or iwo for the people who 
LOVE typing them in, ESPECIALLY 
SPECTRUM (fanfare of Irumpels) 
the rubber devil! 

A helpline on ADVENTURES, 
especially ihe olee* ones, wilh 1 ps 
hints and heipU advice, would be a 
godsend to the imbecilic among us 
who cannot solve them! Please 
don'l forget Ihe 8 bit machines. 
There are millions ot us out here 
with no job so we; can't bjy a new 
16 bil job. Sotry about this! 

It is hard to believe, but there 
are still 'beginners' who have no 
i iking as to what goes on inside 
their machines, and it's only too 
easy to be templed lo play games 
instead of learning to prograrr no 
mailer how simple the program may 
be. How many mindless morons 
simply zap anything on ihe screen 
without caring a toss about who 
wroie it, or what effort was made lo 
attain the knowledge to wnte games 
in machine code. Leclure over now' 
I do hope that (he FREE game tape 
will be a regualr thing in the future 
since you are charging £1.50 for the 
rag -sorry MAG! Or maybe you could 
charge a quid like everybody else 
and forgo the freebie. 

Whatever the situation, I for 
oriewil be eagerly searching |he 
oaper shops for ihe next sslc. 

John Hammond 

Heywood, Lanes 

After ail those nasty things you've 
said about us I'm surprised that I'm 
even bothering to type a civilized 
reply. But that's the ktnd of nice 
guy that t am. We most certainty 
will not be carrying type-in listings 
- not even for that rubber devil of 
yours. Listings are, frankly, a bore: 
and only a tiny minority of people 
get anything oof of them. ACE is 
for entertainment, not punishment- 

The Piigrim carries loads of 
hints and tips for adventurers - and 
a helpline sen/ice may well be on 
the way. 



* Drab and boring 

Your mag is more organised then, 
say , Computer and Video Games, 
but to really pull computer freaks 
away from their own machine 
magazines your going lo have lo: 



1. Change the cover. It's drab and 
boring. Have a new cover each 
week (sorry monih). The present 
cover is hardly eye-catching. 
Perhaps use a picture ol the latesl 
hit game. Anything as long as the 
word 'ACE' is in 3D and the colour 
equals that of a rasiafanan's hat' 
(lo^e the texture of the back 
cover.., Keep it). 

2. Contents. You must put a lot 
more colour inside ioo r otherwise 
people will just read the sections 
that greatly interest them. If anolher 
magazine reviews are better lhan 
yours Arcade freaks may switch 
mags. Obvious really, but you can 
prevent it. Colour really will make 
people stop and look. I would say 
reviews are read most, so (ry 
incorporating some amusing 
remarks like "What wuj dat ED?" 
Many Computer mags are doing 
this so iry it! Divide games inlo 
different categories {Strategy, 
Simulation Arcade and Adventure). 
You shouldn't have based your 
Adventure section on the Atari ST 
and the Commodore Amiga 
because only a minor ty of readers 
will have these micro's, The rating 
sysierm is Ihe best Tve ever seen. 
Neat idea. Keep pumping in 
Compos every month, {like the ST 
comp), II would also be a good idea 
if you brought in a new feature 
every month or every two monihs. 

FLR. Moranzani 
Devon 

Comments like 'Wut wuz dat ED?' 
are amusing ? Who are you trying 
to kid? 



Competition cuts 

My son was thrilled wilh your 
excei leni new magazine and has 
read it from cover to cover. The 
only regret was in finding thai to 
enter lor your competition he had to 
cut part of an article he wanted lo 
keep. Would h be possible to place 
competition enlries on ihe reverse 
side of advertisements rather than 
articles? 

Mrs J.G. Brittan 

Bristol 

Lots of tetters and Reader Surveys 
have complained about the 
positioning of the competition entry 
form. We're sorry. It won't happen 
again, we hope. If entering a 
competition should mean cutting 
pages you want to keep, then feet 
free to send a photocopy instead. 



& Awesome 

Just a short letter to say how much I 
enjoyed your ihe first issue of this 
greal magazine. The new-style 
games rating system works really 



well. It shows at a glance how good 
or bad a game is. so is much better 
than percentages. The Predicted 
Interest Curve is the best idea m 
games reviewing yet. Also Ihe 
section on MIDI is fabulous as I, 
and many others, are interested in 
music using computers. The 
subscription offer is awesome and I 
will be subscribing immediately. 

Andrew Bisp 

Birmingham 



Preferences 
please! 

To help us provide the kind of 
magazine you want to read, 
please give a rating to each 
section of ACE , on a scale of 
i (liked least) to 10 {liked 
most}. When you write to ACE 
Letters, please enclose the 
coupon - or a photocopy of it. 



NEWS 



ADVENTURES 



COMPETITION 



TRICKS N" TACTICS 



LETTERS 



SPECIAL OFFERS 



STICK SENSE 



BUTTER END 



3D GAMES 



MUSIC 



QUESTIONNAIRE 



ARCADES 



SCREEN TEST 



BUDGET GAMES 



T 9 ACE 



Load and 
Run! 

SIDE A: COMMODORE 64 

Loading 
C64; Rewind tape, hold down 
SHIFT and press the RUN/STOP 
key, 

C128: Switch to C64 mode, and 
then load as above. 

Controls 
Uses one or two joysticks: for sin- 
gle player, use a joystick in port 2. 
Player two can join in at any time 
on the C64 version just by press- 
ing the joystick 1 fire button. 

The Screens 
064 users get five screens select- 
ed from the first 20. 



SIDE B: SPECTRUM 



loading 
48k Spectrum: to load type 
LOAD" 1 ', hit the ENTER key and 
press PLAY on the tape deck. 
128K Spectrums: select tape 
loader', hit the ENTER key and 
press PLAY on the tape deck* 

Controls 
Once the demo has loaded you 
can select the normal types of joy- 
stick or define keys for each play- 
er. This is a one-off selection, so 
make sure you get it right first 
time! 



The Screens 
Spectrum users get the first five 
screens of the game. 



COVER CASSETTE 



Bubble 
Bobble 

How to load and play your FREE demo copy 



Check out your free cover 
cassette featuring 
Firebird s amazing Bubble 
Bobble - and see why it got 
an ACE rating of a massive 
958 last month! 

You control Bub, a cute little dinosaur 
who leaps from platform to platiorm 
fighting "bullies • "he bad guyy who Sail 
onto the start oJ each screen and 
attack. Push left ot right on your joystick 
to move to either side, push up to jump 
and press lire to blow a bubble. 




Bubbles are the key to handling those 
nasty bullies; blow a bobble at a bully 
and he floats oii trapped inside. If you 
now jump up and burst the bubble, 
that trapped bully flies off across the 
screen and turns into a piece of fruit for 
Bub to collect. You'll have to be quick 
about it. because the bully will break 
out of the bubble after a while and he'll 
be very angry indeed! 



You'll lind you get plenty of bonuses 
and all manneT of strange side-effects 
from picking up the various types of 
food and other strange objects around 
the saeen. You can also step your score 
up by bursting several bullies' bubbles 
at once, turning them into exotic items 
wof th lots of points, 




An even better way of running up 
the points is to use the various special 
bubbles against the bullies. These float 
down from the top of the screen on 
higher levels, and when burst can 
unleash all sorts of powerful forces. The 
only ones you'll encounteT on the demo 
screens are water bubbles - burst these 
to wash the bullies clean away, and 
then make lots of points picking up the 
jewels they turn into - but the full game 
has a whole arsenal olotheT bubble- 
weapons. 

Time is of the 
essence ■ bonuses 
disappear if left too 
long, trapped bullies 
escape after a 
while, and the 
whole game can 
get decidedly nasty 
it you spend too 
long on any one 
screen. If you use 
the combo option 
Bub's got player 
two's dinosaur Bob 
to give him a hand. 



so that overall time limit's much less of a 
problem, He's also got some hungry 
competition for all that nice fruit though, 
so it's a bit of a mixed blessing! 






From Taito, the masters of arcade entertainment 

BUBBLE BOBBLE' 

Blow and bounce and bob your way into oblivion in this 
incredible conversion of the greatest arcade game of 

the year... 

Bubble Bobble will blast your brains and bruise your 

senses,,. 
Baffle yourself.. -buy Bubble Bobble 

Spectrum £7.95 Commodore & Amstrad cassette 

£8.95 Commodore disk £1 2.95 Amstrad disc 

£14,95, and for the Atari ST £tB. 95 





Firebird Software, First Floor, 64-76 New Oxford St., London WC1 A 1 PS. 
Firebird is a Restored Trademark of British Telecommunications pi c . 









oceoi 



Commodore version 
feohjrqs Snooker and 
Match Paint in place of 
Pool end KtHiormTs 
Tennis, 



Ocean Software • 6 Central Street ■ Manchester ■ M2 5NS Tel : 061 832 6633 ■ Tetex: 669977 Oceans G 



IS AVAILABLE FOR 

AMSTRAD 

OMMODORE 

SPECTRUM 

SPECTRUM + 3 



{SDZ7o®5 

AVAILABLE 

SEP* f 1st 



FEATURE 



The days are long gone when 
you could do without a joystick. 
Now it's more a question of hav- 
ing a stick for your shoot 'em 
ups, another for games requiring 
90 degree turns and, possibly, 
another one for stirring your tea. 

But how do you make 
your decision? How do you 
choose the right stick for the 
rigftt job out of the millions that 
pour in and out of the world's 
inject ton mouldings every year? 
Fear not » we're naming the best 
sticks for the games you play, 
and giving you the lowdown on 
all that confusing joystick jargon. 




mm m m 4% mm 



SHOOT 'EM UP STICKS 



For aikaction games where youTe constantly 
dodging and shooting you need a stick that 
fulfils several criteria. 

rt's got to be robust - it's no holds barred in 
this kind ot game 

It's got to be responsive - can you move easi- 
ly out ot the way of those pesky aliens, in all 
directions^ 

It's got to have a decent grippable shaft - 

you're going to be doing a lot of wrenching 
on this thing, so you don't want some twid- 
diy in tie thing the size ol a toothpick 
It helps If it has auto-lire - that old trigger fin- 
ger can get very tired indeed. 
It's nice, for the same reasons, to have a 
choice of fire burtons - tot thumb or linger 
Irs a boon if you can position it on a surface 
- aJien-zapping's easier when your stick stays 
In one place. 

Strangely enough, not all that many 
sticks fit the bill; too many lack vital ele- 
ments, particularly a decent shaft and the 
necessary responsiveness 



First Choice 

Suncom TAG 5 
£13.99 

This is the top-of-the-range TAC (Tactile 
Audible Controller) joystick; it really does the 
business on arcade shoot-em -ups. The 
rrucroswitches give excellent 8-way move- 
menl - it's particularly good on diagonals. 
The base has four rubber pads which give a 
reasonable hold on flat surfaces, they're not 
suckers but they'll keep in you in one place 
There's a fire burton on the top of the shaft, 
with two more on the base - giving you 
plenty of choices when the blasting takes Us 
toll on your digits. While the TAC 5 is not the 
most solid joystick we've ever seen - rt's pret- 
ty light - it's so responsive that once youre 
used to it you wont find yourself giving it as 
much hammer as other sticks require. All 
that's lacking is an auto-fire button. 



Honourable mentions 

Competition Pro Extra 
£16.49 

The Pro comes in two versions, one of them 
with a snazzy clear plastic base. It.'s got a 
good positive feel and is pretty responsive 
Only problem with this stick is the lack of a 
shaft tire button. 

Quickshot 2 Turbo 
£14.95 

Needs a bit more welly than the other two 
joysticks in this section. Very stylish red and 
black design, fire buttons everywhere you 
need them, auto-fire, and suckers on the 
base to give you a good steady platform. 
The shaft needs a pretty grown-up hand to 
make the most of it. 



Quukshoi $ Turbo - you can'! w o-n 1 his p«. but the retf 
and bloc* makes A very snaziv indeed 




<4 



Sun com TAC 5 - iols of positive tactile and audio feedback 




FEATURE 



PIXEL PERFEC STICKS 



You know the kind of thing; one false 
pixel and you're a go finer, as in 
Head Over Meets or Spindlzzy. These 
games need a stick that gives you 
that kind of minute control. 
Robustness isn't so much of a prob- 
lem, and neither is the postion of the 
fire buttons. 




First Choice 

Konix Speedking 
£12.99 

This original stick has sold real well since its 
arrival. lis something of a gimmicky design, 
and doesnl perform well on all kinds oi 
games - but toi precision movement it's the 
lops. 

Honourable mentions 

Competition Pro 5000 

This good all-round stick performs pretty neat- 
ly under precision testing conditions. 



Compelitiafl Prg Entra - ihe laiesl in see-through WYSI- 
WYG Stick? technology 



90 DEGREES 



Some games - Boulderdash and 
Skuttdigg&ry immediately spring to 
mind - require very swift changes of 
direction from the horizontal to the 
vertical. When you're racing down 
the screen with a boulder or a skull 
close behind, you have to have the 
confidence that your stick wilt get 
you left, right, up or down very quick- 
ly indeed. Many sticks that are good 
in other respects just won't do this 
for you; our shoot-em-up choice, the 
TAG 5, performed miserably on 
Skuidiggery because the shaft needs 
too much movement to get the 
required effect. 
First Choice 



Konix Speedking 

The Konix wins out again - it is a very quick 
stick, as well as being a very precise one. 



Honourable Mention 

Again, the Competition Pro earns high 
marks; it's not quite as slick as the 
Speedking. but it outperformed everything 
else. 




Konii Sps&dking - a snug fil and very, very precise 



NON-STICK 
TECHNOLOGY 




In ihe Museum of Stick 
Archaeology you'll find an awful lot 
of bizarre game controllers that 
never quite caught on - usually for 
the simple reason that they didn't 
work very well. There's a strange 
lure about an exotic stick that 
attracts gamesplayers and wins 
enormous publicity, even when 
common sense says it's a turkey. 



Mercury Switching 

In a mercury switch, the circuit is made by a 
liny amount o! liquid mercury flowing 
around inside. Depending on the angle you 
hold the switch at, the mercury flows so as to 
bridge the gap between the two cor.iac:s 
Con) or not (off). Put four of these switches in a 
joystick handle and you wont need a base 
for it at all - you'll get left, right 01 whatever 
simply depending on which way the han- 
dle's tipped. 

Mercury sticks did have a few months m 



the limelight, largely because of the money 
spent advertising them, but the novelty of a 
joystick with no base couldn't disguise the 
enormous underlying problem: if a stick's got 
no base, how do you know whether you're 
holding it upright or not? Most well-known of 
these gizmos were Le Stick, a knobbly rubber 
thing of French origin, and the aptly named 
ItfdBticfc a cylinder you were meant to 
gently tilt in the direction you wished to 
move. Neither of these wacky sticks set the 
world on fire 



FEATURE 




A recent curtoiily Is this grenade joystick, unpleasantly named The Terminator. You don'r fa tie the 
pin - merely waggle the stick and press rha sieel strip to Tire. Strangely lor such a gimmick il per ■ 
forms reasonably well. It weighs In at an explosive £19.95 



Biophysics 

The human body's. electrical capacitance 
might not sound like a great basis for a 
game controller, but that didnl stop an ugly 
i ash ot touch-sensitive devices cropping up 
These varied from a conventional stock with 
a capocitance-operated (ire button - the 
meiest brush o J . a fingertip unleashes a with- 
ering hail of fire - to a totally touch-operated 
controller Running your finger over a 
smooth panel to generate the different direc- 
tions may sound interesting, but in practice 
the lack of 'feel' sent such devices the some 
way as mercury sticks 

Thought Control 

Even odder than biophysics were the bio- 
feedback devices which, we were assured 
al those years ago, would soon have the 
gomes-playing public attaching electrodes 
to their fingers and temples. The electrodes 
were supposed to pick up changes in the 
body's electrical characteristics and turn 
them into joy sick impulses These changes 
are normally quite uhoonscious but, the the- 
ory ran., after a white you'd learn how to 
make your sprite (or whatever) do what you 
want, effectively giving you thought control 
over voui games. In practice it didnl work at 
all toi most people, and never really got oft 
the ground. 

Analogue Control 

Not a turkey at all. this one. but a wonderful 
idea that sadly lost the fight for industry sup- 
port. The Atari joystick standard we all take 
(or granted today is based on switches that 
are either on or off There's no middle way 
between centre and up or centre and left 
either a direction ss selected or it isn't. 

Analogue joysticks are based not on 
switches but on variable resistors false 
known as potentiometers or bats') They dont 
just tell the computer which way you've 
moved the stick: they also tell it how big the 
movement was. This makes them ideal for 
flighl simulators, and opens up a lot ot con- 



trol possibilities (or other games, But with a 
very Jew exceptions - A com, tor example, 
and the now defuncl Dragon - home com- 
puter manufacturers hove opted for the Atari 
standard Instead. 

Ironically enough. Alan ihemselves 
offered two other types of analogue con- 



troller - paddles and Irackballs - with their 8- 
bit micros, but these weren't too well support- 
ed by software houses and aren't available 
for the ST. The closest thing to analogue 
games control nowadays is the mouse - and 
that s another story altogelher. 

Infra -red 

How about a joystick you dorit have to plug 
Into your micio? No more tangled cables - 
that's the promise of an infra-red joystick You 
just play your game by remote control, like 
you'd change channels on a TV 
Unlortunately. as with a TV control box, you 
have? to keep the stick pointed at the receiver 
all the time or the infra-red control beam 
won't be picked up. You're bound to forget 
this at crucial moments and lose control of 
the game, making the whole exercise rather 
pointless. 

Strain Sticks 

Here's one you worYl find outside the hal- 
lowed circles of CAD (Compuer Aided 
Design). Though the stick looks quite normal 
at a glance, ft is in fact completely solid: the 
stick and base form a rigid piece of metal, 
with no hinges or pivots of any kind. The 
handle doesnt actually move visibly when 
you push it, but tmy strain gauges detect the 
pressure and relay it to the computer. Great 
stuff for techno- snobs of course, but ihis kind 
of technology's a bit prtcey for games, use at 
the moment! 



STICK SWITCHES 



The switches in a joystick 
make a big difference to the 
way it feels and perforins. 
There are four main types of 
switch commonly used in 
modern sticks: 

Blister Switch 

One co nlac l is a small metal stud and the 
other is a shallow, flexible dome arched over 
it. When the slick or button presses down on 
the switch, the metal dome pops in and 
makes contact with the stud. Release the 
pressure again and the dome pops hack out. 
breaking l he contact. A very primitive kind of 
switch found in older sticks like the 
Quickshot IU the blister has an ugly feel to it 
and is rather unresponsive. Slill used some- 
times tor tire buttons. 

Leaf Switch 

Again, one contact is a small metal stud, 
The other one's a strip of metal clamped at 
one end. The stick bears against the free end 
ol this strip and bends it to make contact 
with the stud Leaf switches are very robust 
and have a smooth action, but don't gi^e the 
poslive click to them that players lend to 
expect nowadays. 



Direct Contact 

The stick Is pivoted where It enters the base, 
and at its lower end has a metal contact, 
Swing the stick to the right, the metal con- 
tact on the other end swings left and bears 
against a metal plate, one of four surround- 
ing the contact. This completes ihe circuil 
directly, with no need for switches: in a 
sense, the whole stick is one big switch, The 
principle has a few drawbacks - in particular 
the completely dead action to it - but sticks 
based on it make contact reliably and arc 
great for hitting those diagonals. 

Microswitch 

The magic word in joystick ads today, and 
with some reason. A microswitch is a small 
plastic boit wilh a tiny, robust switch sealed 
Inside it. You can't gel at the switch coniacts 
themselves: instead there's a small plastic 
stud projecting from one end of the unit. 
Press the stud in to make contact, and 
release il to break the circuit again. 

Micros witches are responsive, reliable, 
they've got a good positive action and are a 
must lor most games. Drawbacks? Well 
diagonals can be very difficult to hit with a 
microswitch stick. The most reliable method 
for getting, say, top left is to push the stick 
up and then slide it left so as to make con- 
tact on both switches. 




SYSTEMS ARCHITECTS 



Tltk 

Borrowed Time 
Basketball 
Go ( 

GFL football 

Hacker II 
Intern. Karate 
LCP 

MLiiit Studio 
Poral 
Shanghai 
Tiss Times 
Demolition 
Karate King 
jpice Battle 
Emerald Mine* 
Phahn* 
Challenger 
Cruncher Factory 
Tee-up 

7 Cl[ fiS 
Archon 
Ardnan II 
Adventure Const. 
Artie Fo* 
Marble Madness, 
One on One 
Instant MuiK 
Skyfox 
Super Hucy 
Bridge Placer 
Chessm aster 
Amiga Karate 
STKarue 
Pro-Sprite 
Pro-Sound 
lit Word + 
Q&all 

Jewels of Dark. 
The Pawn 
Guild of Thieves 
The GoWen Path 
Silvern Dreams 
Siarglider 
Typhoon 

Tnllblner 

Faeryule 

BallyHoo 

Bureaucracy 

Cutthroats 

Deadline 

Enchanter 

Hitch HAer 

Inklktl 

Leather Gadess 
Mind Fortwfcr 
Moonmiti 
Plane tfall 
Seas talker 
Sor<erer 
Spellbreaker 
Siarcross 
St3l.ionf.ill 
Suspect 
Suspended 
Trim I y 



Supplier 

An«v«i*Ctr 
Act •* on 
Activition 

Accmsion 
Activisiom 

Ar ". ivimoi i 

Aeiivision 

Activision 

Atfiwision 

Activision 

Activision 

Activljlon 

Anco 

Anco 

Armj 

Anco 

Anco 

Anco 

Anco 

Anco 

Anoljjoft 

AriQlasafc 

Ariolattffl 

AHolasofi 

Ariolasoft 

Arioliiofl 

Ariolasoft 

Ariolasoft 

AnolaSoft 

AriQlasort 

CP. 

CP. 

Eider soft 
Eidersoft 

Fi<1t!".t>ri 

Eidersoft 

Electric 

E(#)h 

Firebird 

Firebird 

firebird 

F rehi'd 

firebird 

Firebird 



Machine 

STi'Amiga 
ST/Amiga 
Amiga 
STiAmiga 
STi'Amiga 
STi'Amiga 
ST 

SPAmift* 
ST/Am+p 

ST/Ajmgj 
ST/Amiga 
Amiga 



STVAmij 
Amij 
Ami; 
Ai i ii, 
Ami; 
Amiga 

ST 

A m £.i 
Amiga 

A -• f> i 

Amiga 
ST/Amiga 
Amiga 
Amiga 
Amiga 
ST.'Amiga 
STi'Amiga 
ST 

ST Arnica 
Amiga 

ST 

ST/Amiga 
ST 
ST 
ST 

ST/Amrga 
ST/Amiga 
STi'Amiga 
ST 

ST.'Amiga 
ST'Amiga 



Gremlin Graphics ST 
Gremlin Graphics ST 



H.ihi 
Infocom 
Infocom 
Infocom 
InFocom 
Infocom 
Infocom 
Infocom 
IriVx r>- 
Infocom 
Infocom 
Infocom 
Infocom 
Infocom 
nfocom 
Infocom 
Infocom 
Infocom 
Infocom 
Infocom 
Infix rwn 



Amiga 
ST/Amiga 
ST/Amiga 
5 1 'Amiga 
ST/Amiga 
ST/Amiga 

Amiga 

5' A, !■„£., 

ST/Amiga 
ST/Amiga 
ST/Amiga 
ST/Amiga 
ST/Amiga 
STi'Amiga 
ST.'Amiga 
STi'Amiga 
ST^Amlgi 
ST/Amiga 
ST/Amiga 
ST/Amiga 

ST. Am 



RRP 

14,95 
24.95 
24,95 
24.95 

24.95 

44.95 

34.95 
24.95 
24,95 
■9.95 
9.95 
9.95 
$J5 
9.95 
9.95 
9.95 
14.95 
2995 
29.95 
29.95 
29.95 
29.95 
29.95 
29,95 
19.94 
29.95 
f 9 SS 
19.95 
45.95 
1995 
19.95 
39 95 
57.5D 
79.94 
19.95 
19.95 
24.95 
24.95 
19,95 
19.95 
24.95 
14.95 
24.95 
49S = 
29.9S 
3495 
2995 
29 95 
29 95 
29,95 
19.95 
29.95 
34.95 
19 94 
29.95 
29.95 
29.95 
29.95 
29.95 
29.95 
29.95 
2995 
44.95 
2995 



Syrtarra' 

19.95 
19,95 
19.95 
19.95 
19,95 
19.95 
16.95 
2B.95 

2B.9S 
19.95 
19.95 

9,95 

ft95 

e.95 

895 

895 

8.95 
1295 
14.95 
24.95 
24,95 
14.95 

2495 
1495 

24.95 
2495 
16 93 
16.95 
34,95 
16.95 
16.95 
31.95 
45.0® 
65.95 
16.95 
(695 
1995 
1995 
16.95 
46.95 
(9 95 
19.95 
19.95 
39.95 
24.95 
29.95 
14.95 
24.95 

v495 

24.95 
24.95 
29.95 
24.95 
24.9S 
24.95 
24.95 
14,95 
14.95 
24.95 
14.95 
24.94 
29.95 
24.95 



Title 

Wrshbnnger 

Zork I 
Zork. II 
Zork III . 
fmrai-Clue Books 
A Hair 

Crafton&Xunfc 
Eden Blues 
Prohibition 
TMT 

McAdam Jumper 
Cokxinpacc 

Ninja Mission 
Airball 

Cvfl-s 

Goldrunner 
Jupiter Probe 
Karat* Kldi II 
Silent Service 
Ultima 111 
Balance of Power 
Defend, of C'xjwn 
Dcia Vu 
5 nbad 
S.D.IL 

Art Director 
Film □kecior 
Fleet Street 
Hades Nebul* 
Mercenary Comp. 
Arkanoid 
Eagles' Nest 
Deep Space 
Arena / Braitacui 
Barbarians 
Sound Digitiser 
Hollywood Poker 
Swooptr 
Extensor 
Liberator 
riou*ecrap 
Plrnos 
TimeWalt 
Leaderboard 
Toum. Leader 
Mean IB 
Mecrocross 
Phantasiel 
Phantasjcll 
Gauntlet 
Hardball 
Airtoduel 
ftofldnmner 
Roadwar 2000 
Cofon. Conquest 
Aliem. Reality 
Champ, Wrejding 
l^th Frame 
Quest Probe 
Rogue 
Super Hue/ 
Suhmarine Sim. 
Tempte Apshai 
World Games 
Winter Games 



Supplier 

Infocom 
I nfocom 
Infocom 

I nfor.om 

Infocom 

Infogramcs 

Infograme* 

Infogrames 

Infojrames 

Infogramei 

In^g- xtms 

Uamasort 

Malltrtronic 

Mastertronic 

Microde-aJ 

MKrodeal 

Microdeal 

Mkrodeal 

Mkmodeat 

Micfoprose 

Mkroprosc 

Mirr&noft 

Mirror-soft 

Mirrorsoft 

MirrofSOh; 

Mirrorsoft 

Mirrorfejft 

Mirrarsolt 

Mwnorsoft 

Ncmis 

Now'ag^n 

C>cean 

Pandora 

Psygnoais 

Psygnosis 

Ptygnow 

Robtek 

Robtck 

Itatatk 

Robtek 

T/nesoft 

Tync-iofl 

Tynesoft 

Tyncsoft 

US Gold 

US Gold 

US Gold 

US Gold 

US Gold 

US Gold 

US Gold 

US Gold 

US Gold 

US Gold 

US Gold 

US Gold 

US Gold 

US Gold 

US Gold 

US Gold 

US Gold 

U 5 Gold 

US Gold 

US Gold 

US Gold 

US Gold 



Machine 

ST/Amiga 

ST/Amiga 

STrAmiga 

STi'Amiga 

N/A 

5T 

ST 

ST 

ST 

ST 

ST 

5T 

S" 

ST 

ST 

ST 

STi'Amiga 
STi'Amigj 
STi'Amiga 
STi'Amiga 
ST 'Amiga 
ST/Amija 
Am^ga 
Amqa 
Am gi 
ST/Amiga 
ST 
ST 
ST 
ST 
ST 
ST 
ST 

ST/Amiga 
ST/Amiga 
ST/Amiga 
Amiga 
ST. 1 ' Amiga 
ST. 'Am ga 
ST/Am^ga 
ST 
ST 
ST 
ST 

4T/Amiga 

STi'Amiga 

STi'Amiga 

ST 

ST 

ST 

ST 

ST 

ST 

ST 

ST/Amiga 

ST 

ST 

ST 

ST 
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The rise of 16-bit micros 
is causing a revolution in 
games graphics, and solid 
3D programs are in the 
forefront of it. Andy I'm 
no boffin -pass me that 
slide-rule' Wilton explains 
how the extra power of an 
ST, an Amiga or even a 
boring old PC clone can 
be used to fill in shapes 
which 8-bit machines 
would have to leave as 
wire frames'. 



8-bit versions of Erie . that wire frame grand- 
daddy of them all. vary in speed and 'use ot 
colour, but for the most part you could easily 
mistake any one format for any other. On 
the new PC version due out soon from 
Firebird however, you can choose between 
wue frame and hlled-m graphics. Choose 
flfled-in', even on a humble Amstiad PC, 
and the famibar ships, asteroids and space 
stations move a$ smoothly as you could wish 
for - but they're solid, 

PC Brre is the first 16-bit venture for Leeds 
progiamrning house Real Time, a firm that 
specialises in 3D graphics It was Real Time's 
3D Starstrike II that started the hUed-graphics 
ball rolling some two years ago on the 
Spectrum and later the Amstiad. Neither of 
these machines really had enough power for 
all that area filling, and the results ■ though 
very impressive to look at - were only just 
fas: enough for the game to be playable 

Both Staisiiike U and the later Starfox 
were impressive enough to show that solid 
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3D was worth pursuing, if only some way 
could be found round the problem of speed, 
Firebuds Sentinel offered one answer ■ a 
game format where movement 1$ kept to a 
miiumum ■ but increasingly software houses 
are turning to the extra power of the ST and 
Amiga as rhe way forward; Gremlin's 3D 
Galax (reviewed this issue) is 
16-bit only, as is the forthcom- 
ing Backlash, a game from 

Mercenary publishers 

Novagen 

There's also a tot of activity 

on the (as yet) obscure 32-bit 

Acorn Archimedes. with 

Superior about to launch the 

new shoot-em-up Zarch The 

game's amazing grapbcs are 

already causing quite a stir, 

but that's nothing new for 

author David Braben - he was 

one of the programmers 

responsible tor the original BBC 




eomhai with !fr# cround nowhete m 
sighl - Hfl jusi you l he bad guys and 
a ttftote load el vapour rrails 



Bite. Expect another solid 3D game from 
Superior Jater on this year, this time based on 
tank warfare There's no title (or it yet. but it's 
said to be impressive stuff. 

Owners ot less exalted machines will jus1 
have to drool over the speed and smoothness 
of Zarch's graphics foi the time being, but ST 
and Amiga versions are 
already under development 
at Argonaut - the program- 
ming team headed by Jez 
San, author of Rainbirds 
wire frame classic 
Stmglidei. Ajgonaut arc 
also working on a filled 
StargUdei sequel due out 
early next year, though the 
betting is that Lt wont be 
called Starghdei U. 

All of this is in sharp co n- 
trast to Incentive's new solid 
3D Freescape system, which 
ts firmly aimed at the 6-bit 
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machines The emphasis in Freesoape 
games - such as the forthcoming Driller - will 
be on exploration and puzzling lather than 
shooing everything in sight. The graphics 
shown here aie !rom demo programs, and 
it's still not clear just how tost the finished 
games will run. 

Wire Frame and Solid 3D 

3D home computer games like Sfargiictef or 
Mercenary can trace their origins back to a 
tank warfare game called Battlezone. This 
influential coin-op used a vector display to 
create its bright, sharp straight-line graphics. 

Vector displays are specifically designed 
to produce straight-lines, and ate normally 
found only as part of purpose-built graphics 
systems. On your normal TV set, the image is 
produced by a small beam of light that 
scans the screen line by line, starting at the 
top left hand corner of the display and walk- 
ing down, traversing the entire screen tiity 
times a second. With a vector display', how 
ever, the beam is free to sweep in any direc- 
tion so if the program wants to create a line 
between any two points, the beam will do 
precisely that. There was a lime when you 
could pick up a small vector display arcade 
machine called the Vectiex for around 
£50.00 - a bargain despite the lack ol soft- 
ware for the machine- 
Home computers on the other hand nor- 
mally use the taster' displays of TVs or moni- 
tors These displays are made up of pixels ■ 
tiny dote o( colour - so the lines tend to be 
rather pgged affairs. That didn't, however, 
stop programmers imitating Battlezone's 
graphics on home micros Almost all true- 
perspective 3D games since then have used 
straight line graphics, despite the poor use 
they make of the raster displays real strong 
point - solid areas of colour Quite simply, it's 
much quicker to dicrw the outlines of shapes 
than it is to fill them in. 

Even with the rise of the ST and Amiga . 
we're unlikely to see vector" graphics disap- 
pear overnight. For one thing, large compa- 
nies usually like to release games across sev- 
eral different machines simultaneously. Real 
Time's latest project, Comer Command, will 
almost certainly not be converted to the C64 
- the ageing Commodore simply doesnt 
have the power it would need. 

There are also arguments in favour of 
straight line graphics even on machines 
which are powerful enough for solid 3D. The 
time saved by sticking with wire frame tech- 
niques could be used to give vehicles and 
scenery more detail - a tradeoff that might 
prove popular ence Ihe im-ia] demand for 
filled graphics is scrtisf ied. 

Archimedes who? 

D youVe got a spare £600 knocking around, 
you could buy a machine with no joystick 
port and only one cammercially available 
game Put that way. the Acorn Archimedes 
doesn't sound an attractive proposition for 
computer entertainment - so why are top 
prcarcanrneis like David Braben and Jez Scan 
putting so much effort into writing games for 
it? 

The answer is power The 32-btt AJ3M 
chip at the heart of the Archimedes offers 



3D Gate* iST> rr«m Grtmhn. 16-bit 
power girts an dM wave-attack 9am* 
thai solid 3D twisl 
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StarloM (Amstrad) Uofn Anotssoft Sped rum and 
Amstrad versions, written by Peal Time, were solid 
3D the C&4 conversion wasn't. 



undreamt-of power to move sprites, fill areas., 
draw lines or do any of the other heavy duty 
tasks a games machine has to handle - very, 
very quickly. Its faster than the Amiga's blit- 
ter chip even at tasks (he Witter was special- 
ly designed for., and tt leaves the STs spoody 
68000 for dead. 

If Acorn are planning a cheap AKM- 
based home machine they're keeping it a 
closely guarded secret, but dont worry ■ with 
ST and Amiga conversions of Zarch already 
undei way. we can expect plenty of nice 
spin-offs from all that Archimedes effort! • 



Solid power 

The poor old C64 is terribly underpow- 
ered compared to the other main home micros. 
On most games its wonderful scrolling and 
sprite capabilities more than make up for this, 
but they're no help for soW 3D. Even vectors 
are quite slow on the C64, so il f s likely to end 
up rather left out of things. 

Atari ST: With 16-colour screens and bags of 
power to animate Ihem, the ST can manage far 
better solid 3D than any of the 8-bit machines. 
Take a look at the 3D Galax revraw in our 
Screen Test pages for a taste of the goodies to 
come. 

Spectrum: Colour limitations make Spectrum 
solid 3D mostly a matter of shading patterns, 
but there's enough power to .animate these 
quite nicely. 

Amstrad The CPC's colour capabilities make 
for some terrific screens, but there's a lot more 
work for the program to do to animate them. 
Probably the best-looking of all the 8-brt 
machines as far as solid 3D goes, but the 
Spectrum has the edge on speed and smooth- 
ness 

Amiga: The Amiga's blitter has line-drawing 
and shape-filling functions which make it 
astonishingly powerful for solid 3D work. The 
ST can't come near to matching it here, even 
wish its own blitter - nor can it handle 32-colour 
screens, of course. II you don't have an Amiga, 
you still might catch a piece of that solid action 
on one of the Amiga-based coin- ops coming 
soon from Bally or Arcadia. 
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Ebte i PC Vdu it dead' It's almost worth gelling hilled |usi to see your 
ship difuMfQiiitmg. aro-und you. 



iptemented in ii game vou could climb up 
at big C and loo* up to see n curving down 
above you This &o»t o1 interaction vmh |he landscape 
opens up more than ]usl visual poisibihtiM ihe 30 
system provides the setting tor some lucky pu«les 
and gamepiay as well Cr/i/fe, r could be ihe hrst game 
where some oi Ihe objects you need are up on the 
ceiling' 
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Polyglottod? 

To understand MIDI modes, ycu'lf also 
need to have a clear idea of whal is 
meant by monophonic. polyphonic, and 
muKi-timbrai instruments. Easy... 

Imagine your synthesiser as a small 
box with a tiny musician crouching inside 
it. He can only play one instrument, and 
one note ai a time, and you lell him which 
note lo play by depressing one ot the 
keys on the keyboard. 

This is a monophonic synthesiser 
and the man is the synth's "voice". 
However many keys you depress, you'll 
only gel one note out oi him and one 
sound pattern (or 'instrument') at a lime. 

In a polyphonic synih the mylhical 
genl is |omed by some ol nis equally 
mythical companions. There may be Six. 
eighl - even sixteen - ol them in there, 
but each 'voice' can still onh play one 
note and what's more they mi/sl all be 
playing the same sound patiern. You 
can't have one on drums, one on guitar, 
and the other four belling away on the 
cello 

That, however, is exactly what you 
can do wilh a multilimbral instrument 
First, you get more than one voice, and - 
best ol all - you can assign each voice a 
different instrument. Using MIDI to con- 
trol a multitimbral synth (especially in 
Mode 4} can be very exching - check qui 
our revtew next month ol Roland's MT32. 



MIDI MADE 
SIMPLE 



Part 2 of our course takes you 
one step closer to making 
music for yourself,,, 

MIDI, as we discovered in the lest issue, 
allows in!oimcrt]on to be exchanged byte- 
by-byte in senal fashion between diJterent 
instruments Data flows out of a unit's MIDI 
OUT port and in to the unit through the MIDI 
(wait tof it. ,) IN port Some units have a MIDI 
THRU port provided as well, which simply 
outputs a copy of the information received at 
the IN port - thereby providing a means of 
'ctoBSY-chconing' instruments together (see 
LUustrarion overleaf). 

But what sort of information is being 
transmitted? Bad news for boffins, here, Im 
of laid. The awful truth is that we are dealing 
with straight -forward musical information, 
not non-maskable asynchronous penpheial 
driven interrupts, doctor We're talking about 
notes, start/stop commands, volume and so 
on So put away youi Ir.mac RS232 Logic 
analyser, heave a sigh of relief, and carry 
on 

Status information 

You may remembei from last month that 
MIDI data falls into two main categories. 



STATUS info and the DATA thai may foUow 
it. All status information is recognised by 
having its seventh bit set, so it follows that 
stcnus bytes fall in the range 128-256 Not all 
of these cue actually used, however, but 
you'll find a complete list of MIDI status mes- 
sages in Table 2 over the page. The general 
rule lo lemember is that status bytes tell the 
receiving instrument that it is going to have 
get its act together and actually DO some- 
thing, and data bytes simply till in the pic- 
ture, as tn status byte NOTE ON. followed by 
data byte MIDDLE C 

II you look at Table 2 you can see 'hat 
fust about every kind ol info about musical 
performance is MIDIdble. 

The only thing you may find puzzling 
about the contents of this table, however, are 
the Channel Mode messages, since we 
haven't discussed these before There are four 
different modes foi MIDI operation, and the 
significance of these modes depends on 
whethei you're talking about a receiving or 
transmitting instrument Check out Table 1 
bel6w for more details 

Next month we'll look at MIDI control 
messages., but iealJy there is pieaous little 
else tc tell you about MIDI theory The only 
problems you're likely to encounter from now 
on are those of jargon and finance! Well do 
our best to help "you on both counts by 



'explaining techno- music speak at every 
opportunity, and by reviewing products that 
fit your purse. Obviously when you come to 
putting it into practise with vout own equip- 
ment there may be minor problems, and 
that's why were setting up the ACE MIDI 
Pane] o! Experts. You'll find details of this in 
the box elsewhere m this section. Further 
information about MIDI possibilities can also 
be found in the notes accompanying oui 
illustration of a typical MIDI system overleaf 



MIDI Channel Modes 


Receiving Instrument 


Transmitting Instrument 


Mode 1 : Omni On/Poly 
(sometimes called Ornnt 
mode) 


Receives information on all chanoefe and ass*gns if to 
each vc*ce in kirn until they have all been aclivaied. ir 
more data cornesSn, ir q either ignored or else the synth 
starts aga<n at voice numoer 1. Useful far connecting 
ins>rumenis that have been hard-wired to transmit or 
receive on one channel only - mode 1 ensures that the 
two instrument* wifl talk to each other. Saves you ■worry- 
ing about c nannel agnation between two synths. 


Sends c* information over a 'basic channel . whtch rs 
either assignable or fixed to channel 1 


Mode 2: Omni On/Mono 


Secedes- information on ol c^an^els bu - assigns if "C one 
voice only. If this means that me receiving insKjaienj is 
being told to ptay mote than one note at a time, il wHl 
choose either the highest, me lowest, or the lost note 
plavBd. depending on the progranjming by me manu- 
faetuer. 


Send* voice message* for one voice over its basic 
chormel 


Mode 3: Ornni Off/Poly 
(sometimes called Poly 
mode) 


Looks for Info on one enamel only ana assigns the data 
to its vat icus voice* as in Mode l ■ 

* 


i . ■ 

Sends information tor cm voices ove* Its tx»c charmer 


Mode 4:Omni Off/Mono -W^ 


• 

Each synth vote u assigned to its own unique channel 
Needs lo be used with cate.Sbuf con give amazing 
results. '"^jf^^c^N^ if!^/'$*$.-iV* 


Assigns a chorine* lo each votee and sends dote for 
that voice down that channet only. 

i 
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Putting it all together 

Computer with MIDI interface 

IN 




OJ" 



I'M 



MIDI Thru box 
with one IN port and three OUT ports 




THRU 



Mini Keyboard 
Casio's CZ10V is a popular programmable 
unit thai comes into its Own with MIDI. 




ruRu 
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Sampler 
The idea of digitally recoiling real-life 1 
sounds for reproduction across your key- 
board or guitar strings, is now a practical 
reality. Check out our look at budgel sam- 
pling neKtrnomh 



MIDI Controller Keyboard 
A master keyboard can be a useful way of 
controlling differem instr^rnents. Kawsi's 
M8QQG - pictured opposite - boasts no less 
than 4 MIDI OUls and two I Ms, not to m en- 
tion a nasi ol oihet useful teatu res. 

Ex ponder 

Also celled 'sound modules', expanders are 
simply ihe HLiu-d-generfltirwi circullry of 
ordinary synths, minus the keyboard. Con- 
trolled via MIDI software, or another Key- 
board, they olten have more voices and 
olher features than a synih costing twice as 
mucr> 

Drum unit 

For those o1 us who don't have a drummer in 
the sitting room, Ibis is the rant best thing. 
Pictured here, Cheetah's new WDB digilai 
drum machine will set you back only £140. 




MIDI status messages 

l. Channel messages aata with a channel number m the range 0-15 occu- 
pying the tut positions marked with a C below 



Byte format 
1O00CCCC 



No or riala pyies lollowing Description 



2 Note OH 

This COdO Shuts 0*t a play ng note, the number ol which i& indicated 
by irte tirsl ot ihe following data bytes, and irie velocity of release (e.g. how quickly you iih 
yOv. r 1mge' of 1he hey | b>' 1he second. 

1OO1CCCC 2 Mote on 

Turns Of a note, 1he note ixurtier 'ndicated by Ihe h*si data byte and 
the velocity (a.g. how quickly you Oepfess a key) by 1he SBcnnd. Note Lha^ yOu can use lh'S 
cooe Mtitl a velocity ol 0 to •ndicaia Mote OM 

101 OCCCC 2 Poly hey pressure (Aftertouch) 

Indicates ihe pressure applied loeach key dBpressed. as an individ- 
ual value for each note (tor use wnh expensive keyboards thai can respond !□ this informa' 

tK?n}. 

1011CCCC 2 Control change 

DwrH panic' We'll be dealing wilh "hese rwl month. For (he moment 
sutfice it to say 1hai Ihd code Transmits information 'elating 1o 1oo1 switch controllers, modu- 
al on wheels, and so on. . . 

10HCCCC 2 Channel mode message 

C-ha-gy;; thy MO op*?raiinn r ode - see table ol mode opera lions 
on page 13. The^se are distinguished irom Control Change messages above by hav^ifl 1he 
1irst date byte set to a value between 122 and 127. 

1 100CCCC 1 Program change 

You're playing happily away on your &yr*nh using rne special prese: 
sound R.ober Hammy-s Hiding htalal Bi-Ckels Fun of Hot Treacle', which ihe manularJurer 
calls "Ycice No 26' f- 1 ii.no d'Xl you wa'<i :a change mi Voice No 1 Violin' i •■ is. S :he con- 
trol code you send 10 make "he Synth swap voices. 

1101CCCC 1 Channel pressure {Aftertouch) 

Overal pressure applied to the Keyboard, as opposed to the pres- 
sure applied lo- individual notes (see polyphonic pressure apove>. 

1110CCCC 2 Pilch wheel change 

Many Tiodem electronic nslrjmenis incorporate a pitch bend teature 
- play a noie. turn the wheel, and hear the frequsnic-y or ihe note either rise or tell- The valuB 
of "he alteraion to the pitch is translated into a numerical measurement transmitted 10 the 
F,ynr t>y 'he 'two date bytes lollowing 1h# status byte. 



2. System messages 



1111 0000 



An> niTrfm range 0- 1 27 System exclusive 

The slatus byte alerts 1he instrument that 1 is about to recflive a 
manulaci^ryr s exclusive message ard re 'irsl date byte cona'ns l*e manufacturer's ID 
code ;see last ^sue 4 0f an explanation ol thisK The string ol data bytes is terminated by a 



new status byte. You canl. however, terminate a Sysax message with a Real Time SUUS 
byre (which am specially de&gned 10 \f\lWupl data - see balowX otherwise the S-ynih will 
process the real-time message and then revert 10 System exclusive mode, expecting more 
data. It you're feeling realty pedantic, you car send an EOx (end ot system exclusive! oyte 
- see below. 

11110010 1 Song position pointer 

're MIDI circuitry incudes an internal nsgwref | storage section! that 
holds the number of MIDI beats processed since the Start ol a song. This message alters 
the contenis o1 thai register, allowing you to jump to any pesmon m me song. The two oata 
bylBs can conia n any Maiue oaiween 0 and 127. giving you 16125 HJ? * 12?) difleTent 
positions. 



11110011 

naEurellement. 
11110110 



1 Song select 

The Oala oyte contains the number of 1h« song yo<., w s 1- lo se eel 



0 Tune request 

You won"? be needing the one. methinKs Ifs NOT a request For AuW 
Lang Syne. Put a command 1o analogue synthesisers 10 tune the* oscillators. You know i1 
rrakes sensy . 

11110111 0 End of System Exc I uiive 

No1 realty needed, but some manufacturer's may hard-wire 1heir 
Synlhs 50 expect 1l" is al l-r-ta end of thai* Sysex rc-ut nes ProbaWy best 10 use H. {Us1 in case. 

3, System real time messages, Those d you who were privileged 10 read last 
month's column will remember that these little beauties can interrupt any 1>ow 
ol data or slatus bytes, letl the synth lo adjust it's clock {or one of ihe other 
operations ouHined below) and then let it gel on with what rt was doing before 

the interruption. 

11111000 O Timing dock 

Keeps everything in sync, by sending 24 pulses for every crctchal (or 
Oi^artyr noie i1 you're American]. 



11111010 
11111011 
11111100 
11111110 



On your marks, gel set. 



Er. ..carry on 



...1hat awtui row 1 



Start 

Continue 

Slop 



rj< Active sensing 

Sends regular pulses to Slop everyone 1a ing asleep Not Qtteri 
needed, bu1 somie syn|-s wiH e>!pect to hear it and, i1 they dnnl gel one Of !hesft al leasi 
once eve"y 3iMms, they will swiich on 1 thar vc*tes and reven to default operation. 



1 1 1 1 1 tl 1 



0 System reset 

Aaaghgghg 1 You dicfnl .J To be used with caution - if ever. 
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The diagram on the left shows a theoretical 
MIDI system Gf couise you dont HAVE to 
have ali that gear - you can spend a ltfe- 
:Lme exploring the possib^itLes of a single 
instrument connected to your computer - 
but Let's face it, variety ls the spice of sound 
So what's going on here? 

The MIDI signal from the computer goes 
out to a MIDI Thru box. which SLmply splits 
the signal and outputs Lt along (in this case) 
three separate lines to three different instru- 
ments. These go to the master keyboard, 
the expander, and the dram unit. Note the 
use of :he THRU ports on the drum uml and 
the sampler 4o 'daisy-chain' these together 
with the second keyboard 



Both the expander and the drum unil 
have their own sound output lines, which 
you con put through youi amp or hi-fi sys- 
tem. And of course most portable synths 
have their own inbuilt loudspeakers, as 
here 

This system would enable you to enter 
note and other playing parameters from the 
master keyboard mto the computer's 
sequencer software, or to compose directly 
on the computer using a suitable program 
This data could then be output to the 
expander, drum machine and other MIDI 
unils to generate the sound Not very satis 
factory really - since what you really want 
to do is control the expandei fiom the mas- 



ter keyboard duectly. If the computer's MIDI 
interface had a THRU port, you could run 
the output from that to the expander . .or 
you could connect the master keyboard to 
the expander directly . or 

The point here is that actually setting up 
MIDI equipment takes a little thought and 
depends very much on who* you actually 
want the system to do. Do you want to use 
your computer and software as a digiial 
multi-track tape recorder? Or as a cornpos- 
mg :ocP Or are you simply m:eresli?d .n 
playing several instruments simultaneously 
for that FATTEI3 sound'* 

There are basically two rules in opera- 
tion here, which you will encounter again 
and again. They are: 

1) That for every MIDI problem there shall 
be a simple solution; and 

2) That for every MIDI solulicn. there shall 
be insufficient THRU scckeis 

.which is why in future issues we shot) 
look at gadgets that will make hooking up 
your system that much easier. In the mean- 
time, why not grab a paper and pencil and 
sketch cut your (antasy MIDI set-up A small 
token pnze to the reader (if any) who sub- 
mits one amusing enough to be printed on 
these pages 1 



Making the 

right connections... 



There are dozens of suitable software pack- 
ages to enable you 10 make musical use of 
your micro. We shall be covering these in 
Cuture issues of ACE, but in the meantime it's 
enough to say that they all have one thing 
in common - the need for a MIDI interface 
for data transmission Mosi computers, unfor- 
tunately, do not have MIDI built-in which 
means o! course that you have lo look 
around for one suitable tor your micro. 

One exception - oh. alright, the ONLY 
exception - is the Atari ST icmge (520. 1040, 
and Mega), ail ol which have the necessary 
sockets tucked away round the back. The ST 
has a standard tive-prn DIN MIDI IN and the 
normal MIDI THRU socket is combined with 
the MIDI OUT by using a couple of spare 
pms This means that you might have to do 
a bit of cable butchery if you don't have a 
MIDI switch box (of which more later) 

The convenience ot the STs built-in MIDI 
sockets has made it by far ihe most popular 
moo for serious musicians there are dozens 
of MIDI wftwaje packages available trom 
Hybrid Arts, Sternberg, Sonus, C-Lab, 
Michtron. Dr T. and others. Some of the more 
expensive, such as the £500+ SMPTETrack 
from Hybrid Arts, also allow you to use 
SMPTE, a standard for synchronising music 
and video Syndromic Music carries a wide 
range of ST hardware and software and is 
uncommonly willing to demonstrate it all. 



Wiih its built-in disk drive, WIMP interlace, 
and huge memory the ST is certainly the 
choice of the professionals, but whai about 
the rest ol us 9 Help is at hand in the lorm oC a 
range of fairly inexpensive hardware-soft- 
ware packages from a variety of UK and US 
maxvj farmers 



SPECTRUM 



There are two main contenders for the Spec- 
trum owner - the XR1 and Cheetah inter- 
laces While the Spectrum Plus 2 has a form 
of MIDI built-in, it's incorporated into the Tele- 
com-style RS-232 socket and is MIDI OUT 
only, so it's pretty useless Effectively., having 
a MIDI OUT only means that you would 
never be able to feed musical data from your 
keyboard into the computer - ever. •■■ i\-\t :•; 
mg you were able to overcome the cabling 
and software compatibility problems 

No such limitations, however, apply to 
the Cheetah MIDI mterface It's an undistin- 
guished-looking black box which plugs mto 
the Spectrum's user port It features separate 
sockets for MIDI IN, OUT, and THRU, and 
comes with a good tape-based software 
package that aliows you to record eight 
tracks of music, either in 'real- time' as you 
play or m 'step time', note by note on the 
screen. 

The resulting data can be assigned to 
any of the sixteen available MID! channels 



This means you! 

If you're entering the world of elec- 
tronic music, 1 here's nothing more 
helpful than having someone by your 
side to give you good, down-to-earth 
practical advice. We're looking for 
people who can do just that 

If you want to earn yourself a rep- 
utation, some eslra pennies, and the 
chance of previewing some of the 
newest kit - and reckon you've the 
knowledge and experience to answer 
other readers' problems, why not 
apply to join our MIDI Panel of 
Experts? You don't have to be Shake- 
speare, but you should be able to 
spell cintheserza correctly and have 
experience of using home keyboards, 
synths, and other MIDI kit. Let's hear 
from you . .Write to Steve Cooke, ACE, 
4 Queen Street, BATH, BA1 1EJ with 
details of yourself and your interests - 
and hurry! We want you for issue 3 ! 



and playback can be synchronised to an 
external source such as a drum machine At 
£49 95 this unit ls an excellent fust step !oi 
Spectrum owners 

XRI's Micon MIDI interface is also around 
at £49 95. but it has a better specification. 



MUSIC 



MIDI IN. OUT, THRU and sync IN and OUT 
The sync Line toilow$ a standard established 
by Roland and operates on a basis of 24 
pulses per quarter note There's an excellent 
range of software available tor the XJtf inter- 
face - :ealtime and steptinie sequencers. 
Casio CZ and Yamaha DX voice program 
editors, and a MIDI database which stores 
patches from any MIDI synth. 

This brings us to the point that softwre 
designed for one MIDI interface will not nec- 
essarily work on another. MIDI my be a stan- 
dard, but its implementation on home micros 
depends very much on the whims of the 
hardware designers. So make sure that your 
hardware and software get along together 
before buying. 

An unusual alternative to the above two 
packages is the RAM Music Machine which 
includes a MIDI interface, sound sampler 
and sequencer all in one package for 
£49 95 Inevitably in cramming all these 
functions into the unit some versatility is sac- 
rificed. 



COMMODORE 64 



After the Atari ST, the second best micro fa 
musical purposes is the Commodore 64. It's 
standard disk, drive, relatively high memory 
ana select ion of interface ports make it a 
good budget system Most 64 MIDI interfaces 
plug mto the cartridge pert and include DM. 
OUT. and TH13U sockets. 

The cheapest rs the Datel at £24.99. 
which supports most software from Jelling- 
haus, Seil, and C-Lab. as weLJ as the useful 
Rainbud Advanced Musk System. The Date; 
features the three MIDI sockets, plus a 
Roland sync, on trailing ieads 

One excellent option is [he C-Lab uyer- 
face with built-in Supertracks scftwre Just 
plug in and youre ready to go Qi course, 
you s:ill rxxyi a c:s;< drive to store jfaui music 
data. 

A huge range of Commodore 64 MIDI 
packages is available from the American 
company Passport, Unfortunately, to use 
them you need the £110 Passport interface 
{nothing else will work). This is a pity sir.ee 
Lt's no more complex than the Datel. and 
since the software packages themselves 
arenl cheap, the whole deal works out fauly 
expensively. 

Also available at around EW from many 
music shops, thoug officially discontinued, ls 
the Sal] interface This is a large blue box 
with a cartndge port connector on a ribbon 
cable It has the usual MIDI DM. THRU and 
sync, but usefully it features three MIDI OUTs 
Obviously this is handy if you nave sevsial 
MIDI synths and dont have a MID] switch 
box as shown m our illustration on page 34. 



AMSrRAD 



There are two choices of interface for the 
Amstiad CPC micros Many Amstrad owners 
will have seen the notonous Mike Eeecher of 
ElectroMusIc Research <temonstrating * his 
wares at the PCW and Amstrad shows EMR 
produce a whole series o! units and sofwaie 
covering the Amstrad CPC. MSX, BBC! Spec- 
trum and other 8-bit machines. They also 
provide a wide selection of software, bom 
s(\^:t:-r:c:or?: and catch editcrs Wei! rx- look- 



ing at their products m more detail m a 
future issue. 

Alternatives foi the Amstrad CPC and 
PCW micros are available from DHCP, whose 
range includes interfaces for both machines, 
sequencers, and patch editors for obvious 
synths like the Casio CZs as well as less com- 
mone ones like the Korg DW series. 



ATARI S- BIT 



Apart from the ST. eight bit machines such as 
the 400. 800, and XL series arenl left out 
either There's an excellent system available 
from Two-Bit, the MIDI master, comprising □ 
connecting cable interface and a wide 
range of dish software - including eight track 
sequencers and sound editors for the Casio 
CZ and Yamaha DX synths. 



BBC 



Best known icr the BBC is the VMI series, a 
very professional set-up starting with the 2B. 
as used by performers such as Blancmange 
and Vince Clarke. A cheaper version, the 3S, 
has just come out at around £195. This 
includes software on EPROMS. and the hard- 
ware featuring MIDI IN. two OUTs, clock 
in/out. sync out. and start/stop footswitch 
sockets 

EMR also do a BBC interface, quite a bit 
cheaper than the UMI system but with less 
2acilities 



PC / MACINTOSH / AMIGA 



Best bet !cr PC compatibSe owners is Passport 
once again - hrgh specs but high prices to go 
with them. An interface for your PC compati- 
ble will cost you £243 and a software pack- 
age such as Master Tracks PC another £299 
Hardly a bargain when you could buy a 
whole Atari ST for less 

You're in □ similar positjon if you own a 
Macintosh Sonus' MacFaa; has two INs. sic 
OUT/THRUs and data transmission LEDs and 



Next month s 

...we check out Budget Sampling -can 
Rover's digitised woof put bite into Bach? 
And can you afford to f&ed Rover after 
you've bough! the kil? A full featured arti- 
cle on what sampling is, how lp do it, what 
it produces, and how much it costs... 

PLUS... 

- Roland's MT32 sound module - LA Syn- 
thesis tor under £500 

- we start a long-term exploration of 
the techniques behind sound cre- 
ation. Dr&cover ihe hidden meaning of 
FM synthesis, attack, PCM, and other 
mysterious lerms, all explained so clearly 
that even a cow-bell could understand 
them. 



works with software from OpCode, Mark of 
the Unicom, and Intelligent Music packages 
- as well as Sonus' own, of course UK prices 
have yet to announced, but expect them to 
reflect the cost of the Mac this side of the 
pond. 

Amiga owners can pick up interfaces (or 
as little as £4<? 95 Supersolt is dtstnbjting 
the Styles Electric Works interface at just that 
pnoe, featuring one IN, two OUTs, and one 
THRU socket. Pity, however, that there's no 
decent music software for the Amiga just yet. 

It's clear then that practically every 
micro on the UK market has a matching 
MIDI interface which allows it to become 
part of a music system that five years ago 
would have cost tens of thousands of 
pounds. Actually producing good music is 
tc yoi,: aria youi sofrware packages - 
watch this spescei 

Mark Jenkins 




Master Keyboard - Mini Price 

Crvwtah are -tally attacking the budgil end ol the MIDI marKel this autumn with a whole range of equipment, most of which 
was previewed at this year's British Music Fair. Shown h**e is the MK5II MIDI master keyboard which features 61 tulhsiw 
toys, fully polyphonic operation, pitch bend wheel, 12B patch Irility, octave switth 4*>d other goodies far only £t99.*5. Ttie 
product <s still in prototype form, bul Is ei peeled to roll of the production line as you read this We'll be covering this unli, and 
comparing i| with others, in a future issue. 



Preview The Future! 

PROJECT : STEALTH FIGHTER 




Stealth Fighter ..the hottest topic of conversation in aviation 
circles today. Space Age technology and engineering make 
these aircraft virtually undetectable by enemy radar. 
Stealth Fighters are believed to be in operation, flying the 
mostse nsrtive miss ion s, flown by a s u perlo r class of pi lot. You 
can experience that thrill of flying a revolutionary aircraft 
previewing the edge of the future. 



PROJECT: STEALTH FIGHTER. Another brillant simulation 
from MicroProse, Available for the Commodore 64/12 8 K 
Cassette £14.95. Disk £19.95 + 




PROSE 



SIMULATION ■ SOFTWARE 



Please send 



Name (block capitals). 



copy/ies of Project: Stealth Fighter CBM 64/128 □ Cassette £14.95 □ Disk £19.95 □ Further details, 
Address 



Post Code. 



I enclose £ 



or debit my Access/Visa card. Expiry date 



including 55 p P+R Cheques payable to Micro Prose Software Ltd. 
No. 



MicroProse Ltd., 2 Market Place, Tetbury, Gloucestershire GL8 8DA.UK.Tel: (0666) 54326. Tlx: 43422 MPS/UKG. 



ARCADE 




▲ 





A 




High-speed motorway madness and time-trav- 
elling pirtbair are what's happening down in 
the arcades. Cub reporter Andy Smith reports 
from the coin-ops, where he's been zapping 
road-hogs out of his way in Road Blaster and 
bashing his flippers like a manic penguin in 
the video pinball game Time Scanner. 



TIME SCANNER 



Sega 

20p per game 



What really makes a game of pinball fun is 
the ability to nudge the table in an attempt 
to keep your ball in play. You need feeling 
to play pinball Video pinball, unfortunately 
never managed to convey lhat important 
physical aspect ol the game and conse- 
quently left you feeling cold 

All that has now changed with the 
advent of Segd$ Time Scanner, a video pin- 
ball game that allows you to manhandie the 
machine in an attempt to keep youi bail 
rolling. Flipper controls are situated either 
side of a central control box - loots a little 
like a ja^y shoe box - and its this you hang 
onto as i! it were the bottom of the pin table 
By shifting this box left-right or updown you 
effectively move the whole screen display 
separately from the ball. For example, on 
normal pin tables if the ball manages to get 
stuck behind something then nudging the 
machine will send the ball slowly rolling to 
one side before it continues its descent down 



the table. The same effect is possible with 
Time Scanner: by shifting the box - and 
therefore the screen - a trapped ball will 
slowly joll to one side before travelling 
toward your flippers. 




ft ■:' U 



The snappy control unit which you u» to nil rhe screen. 
Flipper buttons are on the side-. 

The gome provides you with various 
stages, each of which is like a separate pin 
lable. First is the volcano stage which - like 
ail the othejs - is divided into two screen- 
sized sections. You flie your ball up the side 
track and using the flippers try to amass as 
many points as possible before you 
inevitably let the ball slip between your flip- 
pers, As She ball disappears off the bottom, 
the screen scrolls upwards to reveal a differ- 
ent ananojement of bumpers and tokens. By 



Th*. lop section of the rote&w stage, The time runnels will 
irthspgrl yOv lo another stage (if you an get yout ball in 

sending your boll down the correct chute the 
letters of the word VOLCANO light up Get 
all the tetters and you'll trove completed Lhat 
stage of the game; but lose your bolt heme 
and it's lost for good, 




Th* bottom ot the volcano stage, The bill has jusl supped 
through the 1&p flippers end is headed your wiy. 



Having just emerged Irom rht time tunmt, you're now on I he 
tap section ui the Saoqara stage 



Once more it'9 out ot the time Tunnel and on to the top sec- 
tion of the njins stage, The collect ball' hole is whai jtmj 
am for once you'w eamp-lRrpd the stage. 



ARCADE 



But you don't necessarily have to com- 
plete the stage lo move onto another; if your 
ball lands in a 'time tunnel' you will be pre- 
sented with one- of the other stages - either 
the 'ruins' stage or the Egyptian 'saqqara 1 
slage. Youi mission is lo complete each 
stage, but each one must be completed dif- 



ferently. II you manage to Complete the 
three stages you're presented with the 'spe- 
cial' stage. 

Sega have managed to bring to lite the 
fee! ol several pin tobies in one upright cabi- 
net (suitably tiited moralou and ?h# graphics 
and especially sound aie superb Theres 



nothing Wee the crack of a metal pinbaU hit- 
ting the glass table top ot a pinball machine, 
but Sega have managed to come exucmv.y 
close. If you're a pinball fan who thinks that 
arcade games never last long enough to get 
your money s worth then play ITime Scanner 
and think again. 



ROAD 
BLASTER 

Atari 

50p for 2 games 



Hoii*xi m a huge wedge-shcnxx.1 cabinet, 
this sit-down shoot-em-up puts power at 
your feel and death at your fingertips. Once 
you've clambered into the cabinet your mis- 
sion is to drive a car through several stages 
of sdolling roads in a style somewhat remi- 
niscent of Out J?lmi. 

Youi controls consisl of an accelerator 
pedal and a steering wheel- Two tire buttons 
are situated on the front of the wheel and 
two on Ihe !op Using the buttons you must 
shoot all the other road users with your front- 
tying cannon. Sometimes a green or red ball 
will apjxxrr 'torn an explodmg car and con- 
tinue to race along the road; catch it and 
you get extra fuel. As you only have a limit- 
ed amount of fuel - including your reserve 
tank - grabbing these balls is essential, Run 
oui of fuel and you run out of game, 

Of course there are loads of other cars 
that get in your way Cine game does bear 
some resemblance to 'real" life) and it's far 
easier to shoot these than avoid them. 
Motorbikes also make an appearance later 
in the game and again youi cannon is the 
besl way to despatch them. Some cars are 
harder to destroy, particularly the purple 
armour-plated roadsters that crop up now 
and again. 

Hitting these with your cannon results in 
a metalic ping but nothing else - the only 
way lo despatch this type of car is to gain 
some extra weapons. Some way into the 



stage a jet flies over the roadway and releas- 
es an extra weapon; steer your car ptoperly 
and the weapon will land on your roof, The 
extra weapons vary and include a Nitrous 
Oxide burner which sends your cat hurtling 
at a lantastic rate through the stage in true 
Mad Max fashion (if the car had wings it'd 
beat Concorde; the impression ot speed is 
incredible.) Other extra weapons include a 
U Z. cannon which fires at a much increased 
rate, and smart bombs which will launch 
themselves ahead of you and explode in the 
distance: when you reach the explosion any 
surrounding cars are just glowing shadows 
that pose no problems at all . 




Level One - the Bubtafe City is on the horizon but it's 
gor™ take 0 lot ol driving still and trigger wortlo gel 
then*. 




I 



Levei Si* having narrowly avoided ihe mine you're hot In- 
pursuit c( i bonus fuel bubble. 

Roadside obstacles vary from Jamposts to 
gun emplacements that keep up a borage of 
cross fire through which you must pass 
unscathed. Crash or get shot and you restart 
on the road from the same position, but with 
a little less fuel. Survive to the end of the 
slage and you start on the next and slightly 
harder one. 

Road Blastet sports stunning graphics 
with the backgrounds crxmgiiig for each 



Level Seven - the other cars ire just e bfcir m you hurtfc 
pest waiting to catch the specie] weapon that the jet above 
is just about to drop. 

stage. Desert scenery gives way to forest 
which in turn gives way to cityscapes etc. 
Sound is equally impressive: the screech of 
rubber on tarmac as you pull away on your 
rear wheels at the start is fnahteningly realis- 
tic, as are the machine gun effects and 
explosions. 

For sheer speed and exhilarating action 
flood Blaster is a winner; it makes Death 
R&ce2Q0Q look positively harmless. 




Level tight - m reeling mray from Hit start fem'vi still got « lot lo do and a lorn? way m gn 



Le«l Eight -Ihat [12. carmen ort lop will blow m* other car* away with the flrerrrei of 

ease, 



■ACE 



FEATURE 



Winner or 



The ACE Questionnaire 
probes the depths of your 
games-playing soul 




What sets the games 
champions apart from 
the also-rans? How can 
you tell if you're a win- 
ner or a loser in the 
great game of life? 
Easy - Just complete 
ACE's probing ques- 
tionnaire and you'll get 
a profile of your game 
playing status and 
potential. 



How to do it 

Just select the answer you think is 
correct from each question and 
write them down on a piece of 
paper. On the last page of this 
questionnaire you'll find the right 
answers, along with the scores. A 
rating is given for each section, as 
well as an overall assessment. 



Games Trivia 




V -i 



You've got to be involved in the whole culture of games 
to get anywhere at all. This section checks out your back- 
ground knowledge, savoir-faire and style. 




1. Which of these photos shows the right way to hold a joystick? 



FEATURE 



Wimp? 



2, Which of these bald gentlemen 
would like you a'.', to buy a 16 -bit 
computer? 




3 Wandering programmer Tony 
Crowther has not worked for which 
of the following software houses 



4. Bouncing ball games are very 
nearly a dime a dozen these days - 
and most of them seem to be by 
Gremlin. But which ol the following 
is not a Gremlin game? 



Personality Profile 




If you haven't got the right 
stuff you're going to find it 
real hard to live with the 
games go-getters. This 
psycho-profile will reveal 
whether you have the dedi- 
cation, stamina and moti- 
vation you'll need to make 
it to the top, 

1 . You're just about to clock up a 
personal best on M kanoid when 
you're told a policemen is at the 
door to ask you about the £100.000 
missing from, the firm's Christmas 
Club (of which you are secretary). 
Do you 

a) Pull the plugs and face the 
music? 

b) Calmly finish the game 

c) Press fire and shout 'Come in 
and get me, copper! 1 

2. It's Friday afternoon and you've 
got just £1 .99 in your pocket. Do 
you 

a) Buy 1/3 of a share in BP? 

b) Buy a bottle of brown ale and 10 
Woodbines 

c) Get the latest budget hit 

3. It's 2 a.m. in the morning and 
you are on the bnnk of solving for 
the first time The Hitchhikers Guide 
to ttic Galaxy. Your nearest and 



dearest shouts in your ear 'It's time 
to go to bed. Now!' Do you reply 

a) Yes, nearest and dearest one. I'll 
put the eat out and be right up. 

b) You must be joking. 

c) Nothing 



4. On a Concorde flight to New 
York the pilot r co-pilot and naviga- 
tor, hostesses and that man who 
was obviously an off- duty flier all 
coHapse at the same time. Do you 

a) Stand up and calmly announce 
Til take over - Vve played Flight 
Simulator,' 

b) Stand up and calmly announce 
'I'll take over - I've played 
Stat-glidef 

c) Panic 



5. When you meet an alien do you 

a) Zap first and ask questions later 

b) Take it to your leader 

c) Read the instructions 



6. Encountering a new machine in 
the arcades do you 

a} Hang around for a few minutes 
and see what the punters make of it 

b) Instantly convert all your cash 
into 10p pieces and feed the 
machine 

c) Decide to have a nice quiet game 
of Frogger instead 



5. Shaggy programmer Jeff Minter 
has featured a veritable mengerie 
in his games over the years. Which 
of the following creatures has he not 
given starring role to? 




6. Here are two photographs ot a 
games player, one of them taken 
before and one of them after he 
started reading ACE. Which one is 
before? 




'feature 



How you rated 
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Psycho Quotient 

In some games you need a mean streak to suc- 
ceed. This test shows whether you've got it - and 
at the same time reveals what the inner you is 
really like 

What do you see in it? 

a} A cute and lovable creature from 
Alpha Centaur! which you would 
dearly like to keep for a pat 

b) A disgusting bug which has fallen 
out of a tramp's beard. 

c) A highly dangerous Alpha 
Centaurian mutant which must be 
destroyed at all costs before it reach- 
as the core of the reactor and 
initiates meltdown, so causing the 
demise of civilization as we know it. 



Problems, problems... 

Time was when all you needed was the brain power of a 
chimp to play computer games, but increasingly we are 
being expected to think. Some of us have trouble with 
this, so here are a couple of puzzlesome problems to see 
if youVe got the necessary grey matter. 

1 . Here's a wee problem 
from Boulderdash 
clone SkulkUggery 
(reviewed on page 62 
iot this issue) How do 
you get ail the dia- 
monds? 





2. In the classic 
game shown here 
should you 

a) Move left 

b) Move right 

c) Stay stilt 
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IMS TIM IU ME MY 
PROFESSIONALS. 



/ BUT ftRVT JWF BAfT I 

/ out jjwj infc tmti # |f ^ Qij ^ aven - t heard of Ocean then yon rr priori :.l y nnl ■ he ■ 

person we're looking for; (u nless you've been living on another planet, in which case we'd be delighted 
to meet you). 

Ocean Software is sold worldwide and it's producing maximum sales revenue. That means a lot of 
money for someone. That someone could be you! 

/so, mm YOU MEASURE UP? J „„. ... . . „ ,,. 

We re looking (or peopl e who want to make thei r 
names i n program coding -graphic/games design -music and other related computer skills. 
If you have experience m the Software Industry, all the better- it'sa distinct advantage. Ideally we'd 
like you to work with us he.rt> where we can give you the training support, equipment and advice 
that will help you grow; but. if you insist you can work on a freelance basis (providing you are 
good enough). 

And talkingabout freelance, we're always looking for finished software In market Successfully 
and we can translate original programs into every relevant moo format And because we are 
one of the biggest, we can guarantee big pay merits - in whichevf r way you wa M . ou t r ighl 
purchase, flat fees, royalties* payments in advance - if your work is good enough, the sky's the 
limit- remember; we workand publish mbothSand 1(5 bit environments -worldwide -so no 
P'i i|iv r is Ion l.nr^r (or too Small) lor us lo make I he iriosl ol its pdtentia 

/ ARB YOU HQQKE$?~~f } h e r (onUx t U5 todajl tele!( faM or | etter ^ prQmise w1) 

ireat your correspondence in lotaf confidence We're- waiting lor you lo byte 'Sorry about that) 
Garry Bracey. 
Software Manager. 
Ocean Software Limited. 
6 Central Street 
Manchester M2 5N5 






CUT PRICE SOFTWARE LTD 



SPECTRUM RRP OUR 

Sur(ktcr ...... UK I I 9S 

ifi**Hvr<*t 7.W 550 

B»1i*t»-. 1.»S 725 

hfidorrHrti 7 « 

FNirtRwr MS M5 

ElM . . 7.50 

Pipsrbw 5.50 

f».t-* g idt TM SM 

«&T.a<inp **S 

CfMttiapt „ 7M 5 SO 

7« 3.5D 

Arlawid ^7ti SSG 

Larboard 735 

K<*jhif>£ _ _.. H.« " M 

Tn« IVllM I « •*& I I « 

OralGofe 7»i > 50 

Tr«i;Elu) US US 

Bc-r*|**3 7.H 5.W 

Enfat 8« ftW 

Ci«h» _ 7K SStt 

«n4OTr&f4'tt -«« *S0 

Tw± . • J M 5, SO 

X*. ^ ?»s s.» 

hjr-.Wwnpr 7.9S S.W 

M*T6nU* 9W 7.25 

Buttle Bobble ' »5 s at 

CtfnwCW _ 7.9i' J5& 

DtHft-W 1 -.a - 7-** S-SO 

Pr^btion f*& 72S 

*<ii _ *.» rju 

^Mt-<- 1 7« 5 5P 

T a Pm 7B J.5D 

Quarm *** 7.25 

Final Matrnc 5 5& 

witti _ _ MS 510 

MoonHrik+ 7*5 5JQ 

HftiFrww *.« TtS 

ElM ».« 715 

SimiraiTr.b . . I.fi 7 IS 



SPECTRUH WSP OUR 

F.ISEafl» MS 7.21 

Trip Dw 7 5.S0 

unrated u . 7.K SJO 

TrwuDr , «.» t« 

fcddjMilJ _ 7.2$ 

Lt*il**n _7.95 5 50 

HK-dbiH 8-*S 5.W 

|H 4.50 

Duf ells Big. + _ 9.95 US 

S*Wttt _ ?.« 5.S* 

S.I*ntS*r-rfe* _, ».« ^ 15 

Ahera 9.W 7.15 

FoarbillerYr 7 « S 50 

Gun Runner 7-95 5.50 

Jick Nipp II .. 7.99 5.50 

AulMamji 7 99 SM 

ArmyMGuM 7.95 5 SO 

Rebel ... - 9.95 7.25 

HtoroMut 1 - Tfl * * W 

ScflLpiGo 9.W 7 IS 

5yp«r&««r 7.95 5 SO 

Elites fJeit — ... 9.95 7.25 

Fifcon «... 9.9S 7 15 

HytwrtU 1,99 6.95 

Natl _ 7.99 S.S0 

5up*r Cylce . • 7.95 5.5* 

Living Delights ...9.94 ?JS 

Zfnipi. 7.95 5 50 

Sbmkway Under' 7.95 5.5D 

Gauntlet 99S 7» 

Shadow Morrtcw 7 95 5 50 

Slip F<jh( ... 7.15 5.50 

GajreOver 7 « 5.50 

Bubble ._ (99 715 

Liu Ninja 9.9S 7.25 



COMMODORE rH' 1 21 CASS DISK 

Sqrjpitv _J 11.95 I+9S 

I tl4*rbotfd 7.JS 1 1 9S 

A en S 7.25 11.95 

LanNinpj 7.15 1195 



□eachscipe 

S*fna 7 

Sumi-jor 

Go bars 



8.99 *95 

fttf bit 

8,99 i.SQ 

8 99 b50 



Tnrta' Pltiiiic 

SurFrj^ 

Act I 

Mn 

SprVSfr). 

FIui*y 

Elci 



II9S 1 + 95 

5K» 9i 

... 7.50 11.95 

. 7.25 1 1 95 

.„ J.15 H.» 

... U.2S M9S 

... 4.15 II.9S 

... 7.25 11.95 

7$0 14.95 



Surya. T'^iY 

WwdGamH 

T»k....„. r 

5*arGarr^ili 

Fr>eSur2 . 

tijhtOr: .... . 11911195 L>w>n4 Gobi™ 

CliMiciO»t 495 11.95 WkbiII 

Co'-Ct. *9i 10.95 

Pinw 11.91 iJ-95 

bVblriln , 7.15 I I *5 

Tro . 715 1095 

Gau-iuet 7.15 1 1 95 

5qWi^M3 »,9S 10*5 

RHdRvwifr 7.25 1 1 91 

Ep^tptt . 7.25 1195 

CaKhll m 11-95 

R^juhi *9S 11.95 

Ait - 725 I0.9S 

Megi *potjl?«* 7 31 11.95 

P.™« 1 1 K 15 95 

Friti* rVmw 3 - Can 1HS 



commodohiujIU cass emsk 

CvMhscapc 7,li 113$ 

S*nirj 7.2S 1 1 91 

B>(4 i.95 11.95 

Gabnts 7.15 1 1 .95 

$*jtt-7 ,-i.n WA 

LmriiCtairlrihrj 7.25 II 9S 

AufK**, _._ 7.95 11.95 

GreitEicip* *.95 11.95 

7.2S 11.95 
715 II 95 
(.50 9j 

7.14 .11.95 
795 1195 
491 11*5 

7.15 11.95 

5.o:ol;« N.A 11.95 

u*d«toard 7.25 IMS 

S.Hn(54rv<a - 7.50 1 1 91 

Aire. |et ,. 7.25 11.95 

Head wrHeeli *.*S 11.95 

(ackM^pll 7.35 II 9S 



E-penCirt „.... NiA 15.95 

ChtaihorGkKT 7.15 11*5 

Cvw&* —. 7.2S 1 1 *i 

SlapFnf* 7 25 1 1.95 

T>»Pi*n N,A 11.95 

ElrubPak , ?.2S 11.95 

hurt,* MS II H 

BobblriVWr -.— 195 11.95 

DelodK-Crrj^n . WA I 1.95 

Arm,' Mo-es 71! I I 95 

hmt 715M95 

ShjrJa* rVr*jr 7 15 i ' 95 



TuPift - 725 H 9S 

GameO^tr 715 11.95 

ScWaMllml 7JS II.H 

r*t Pali 7.25 11*5 

Kw*m Co* Op 7.25 M91 

E.oo-. 7.25 11.95 

Ejnle 5hps 7.25 11.95. 

Gue*-? 10.95 H.'S 

DenraMT .. . MA 1195 

CiliSant Games 7 15 I 1.95 

Quid*. 711 II 95 

Ntntdi 495 H 95 

ateKt Pak * *5 H.95 

SnlcWn *9J II » 

L>*h WntiJ _ 7.2S 11*5 

Graph* Ad Ct 17.95 1195 

VrMj^Taradrttid „,- ~t*5 N.A 

MpufyofNfc .... 5.50 1 1.95 

GvUofTfctm* n*A 15.95 

Je**s DirLnrtt. — — 1 1-95 15.95 



AMS? HAD PC 15 1 J RHP OUR 

WKMrC*m«. 19.95 1495 

burner Gamei 111 I4»5 14*5 

ftawpll) I9.?5 1695 

D Dci*1 ,,. - 14.95 22.95 



ATAHSrr HHP OUH 

Dir of Crown .....^.-...,. 24*5 19.95 

<JwiHTh*vn 14 9! t*9S 

SideWaiV 19.95 1595 

Guild <rl"Thte«M 7.4.95 1995 

T>* Pavm 24.95 19 ** 

iilrn 5»rrt» 24. n 5 H99 

KorfMOK - I9.?5 1595 

Subtrttl* 14.99 19.99 

TuPan 1*95 15.95 

StarTra 2*91 19 95 

Arismd H95 H 9S 

EalltlMm M.95 19.95 

Gaunt* . ■ S4.*5 1*99 

Ghost + Gobs 24.95 1**5 

tUMtUtmi 24.95 19 9} 

3s a-(t : -.«*'- 29.9S 24.95 

FlilhcSrfll 4^*5 44.95 

;rUL I INFOCOM RAMGE aN STOCK PUASE RING FORDETWLSl 
1 1512 &USJNCSS PRODUCT AL50 IN St<X< «»MC FOR 
FULLUST.PHlCc) 
AM5TRAD 4 1 liJ 444 CASS DISK 

MirxOflktl HOC '4.95 

TfrtUl Putblii II *! 

$<M 4 HJIi^ri 3 _ 725 1 1 95 

Pipenwy ._ 495 11.95 Fwibtlir^f. 7.25 N'A 

I 95 
9S 



5ilept 5*">ie 

JubboEtl* um 

DttVtyVr 

Utdtrtat/tl 

G^Uol TN***t 
Paisenjfn 

on (htWind 

Ri.j >: h jl Pcr»ir 

Orfartier 

F-15 F_rof1 ._ 

Spat+Mw ».« *4.« 

P«jnCh*» . M95 I9.?5 

TnvrHrsuit 24*5 9 S3 



1*95 14.95 
2*95 1*95 

. M.» I99S 
2**5 91j 
„ 24.95 I9» 

24 1**1 

. 2+95 1991 

. 19.95 24.75 

J* 95 24.95 



ATARI #00 

Giuntet 



CASS DISK 

.... 7.25 1 1.95 
. 7J5 M.95 
.... 7*0 1 1 »5 



Tranter ■ 725 

A<roi« , 724 

Silent Sen*! 724 

5urj1.der M.*S 14.95 

7r„ial Piinut IPCW;. 16*5 

HndOvfrH^ti 4.91 1 1 00 

A-TiirMn™ , 4.95 1 1 95 

EiakHi _ t» M.95 

SLi/ghdtriPCW| W A 19 45 

Gttinelti 725 11.95 

ShanwMor^ ... 495 'l.°5 

P*»h(PCW] . MM IMS 

Sat*tu<r3 4.9S 11*5 

>cLN.ppi_ 7.25 1195 

Baule5hin5 ... 4,95 11.95 

Big Four „ II 95 



4.50 10.95 
7.25 MjA 
Ni'A 119! 
7.25 119! 
II 45 17.95 



Inter Karate 

Pale ^nstbon 

Trl* Plwfl 

TnralPunut 

?gp*rHiity ?,2S 11,5' 

LeadertMtrd 7.25 11.95 

FoothaJITear . 725 11.95 

5p,nD.ziji 715 1195 

KvdhUl 7 25 1 1 45 

TiiPaYl 440 1195 

WinwrOt/mpK 4 50 '095 

FirhcNii+a „ 7.25 11*5 

5tr*jPot»f 150 M'A 

Nnfa „ 150 NiA 

ZaMncn !95 3*5 



P&P Inc. Overseas Orders Please adtt£LO0p per tape Mait Order only. 
Cheques/past f Sterling aniyptea*e) Made Payable to 



CUT PRICE SOFTWARE LTD 
UNIT 6, STORT HOUSE, RIVERWAY, HARLOW, ESSEX CM20 2DW 
Telephone (Q279 3I9S6) or<2443i) 



YORK COMPUTER CENTRE 



THE SPECIALIST IN YORKSHIRE 



Atari ST's from 


£245 


Atari 130XE 




Commodore Ami gas (with voucher) 


£476 


Commodore 64 from 


£125 


Spectrum +2 


£149 


Sega Master Console 


£99 


Nintendo Games Console 


£99 



# # * 

Plus a very wide range of programs for all the 
above machines at discount prices, 

* # # 

Also disc drives, monitors, printers, joysticks, 
books, blank tapes and discs all at competitive 

prices, 

Please call for details on 0904 641862 or 
visit our shop in the centre of York 



From KjC Games;, Britain'* leading PBM CO 
AN OFFER YOU CAN'T REFUSE! 

ABSOLUTELY FREE 

TRY A FREE TRIAL IN THE WORLD'S MOST 
POPULAR PLAY-BY-MAIL GAME, 



IT'S A CRIME! 



All you need to do is send us, your name and address and we'll send you a 
rule book s-tar-t -pos-non in 3 nt!w game, aid creetn for your first v*o 
moves. If you enjoy the game, and we think you will, yOM can continue 
playing It's a Crime! for ihe incredibly low price of only 75 pa turn. 

THE SETTING 

The game is set in New York City in the late 1990's, You role-play the 
part of a gangleader who controls, a group of misguided youths, The city 
has. ieverley deteriorated. The brave citizens who remain are now in a life 
and death struggle with the ever increasing number of drug-crazed street 
gangs, The New York Police Department is. severley undermanned. 

Your main goal is to become a very powerful gang. This is measured by 
building your gang's turf into one of the largest and by becoming one of 
the richest, toughest, and most notorious gangs in the city. This will allow 
you to enter the MOB, and maybe later, become the Godfather. 

On a typical turn you could send your Pros, Punks and 'Cruits out to Cake 
over a couple of city blocks and ambush an enemy gang, rob or firebomb a 
building, buy and sell drugs, have yourselves a party, terrorize the 
residents, and much more. 

SEND YOUR NAME AND ADDRESS TODAY FOR YOUR 
FREE TRIAL OF ITS A CRIME! THE WORLD'S MOST 
POPULAR PLAY-BY-MAIL 

WRITE TO: 

KjC GAMES, 
PO BOX 1 1 , CLEVELEYS, BLACKPOOL, LANCS FYS 2UL 



9 Davygate Arcade, Davygate, York 
^ 0904 641862 mm 



SCREEN TEST 



SCREEN TEST 
INDEX 

46 ANARCHY Rock It 

47 HOW TO BE A COMPLETE 
BASTARD Vprgin 

SO MOEBIUS Mcroprose 
52 RED LE.D. 

54 SUPER SPRINT Activision 

55 CHUCK YEAGER Electronic Arts 

56 ACE2 Cascade 

57 CHAMPIONSHIP WATER-SKIING 
In fog ram es 

58 3D GALAX Gremlin 

59 OUT RUN Sega 

61 PLEXAR Mastertronic 

62 SKULLDIGGERY Nexus 

65 HYSTERIA Software Projects 

66 WATER POLO Gremlin 

66 COMICS Accolade/US Gold 

67 ON THE HIES Firebird 

67 BLAZER Nexus 

68 DEATH STRIKE Talent 

68 X 1 5 Act ivision 

69 MOON STRIKE Mirror&oft 
73 REVENGE 2 Mastertronic 

73 SUNBURST Rack It 

74 VERSION UPDATES 

76 RAPID FIRE Mastertronic 
76 DRAUGHTS GENIUS Rack It 
76 OCEAN CONQUEROR Rack It 



SCREEN 

TEST 



The PIC chart explained 

A new systm takes a bit ot getting used to. so we've cooked up some ratings for a Actional 
game. Standard Issue Scrolling Coin-Op Convetsson to help you along. You know the kind 
of thing: good scrolling, fast and noisy action, picking up extra weapons Now check out 
the ACE treatment this game gets. , . 



VfSUAL: What does the game look (ite? the , 
•von of these squares thai have turned 
white, the higher the game's visual score is. 
Grey squares mean Jerky animal ion, flickering 
sprites, colour clashes or a badly adjusted 
mcnitol 



1 



us? 



a' 



audio : How does the game sound? Are the 

in-game effects mighty booms and piercing 
screeches, at just puny blips? Do you want 
an LP □! the title music, or would you preler a 
pair of earplugs? opes that digitised wp^ch.^MW' 
say "Missile launched" or is ft more like 
"Ngissiye lauged ? W EM M0& 

IQ FACTOR: How much thought does the 

game demand? is it an epic of strategic 
ning, or a mindless snoot-em-up? A row 
ing here doesn't mean the game's bad 
don't expect it to tax your qlfev matter t< 

much. 



[ED INTEREST CURVE, or PIC for 
look will give an Instant idea of the 
_Bestion. The higher the curve, the 
of yolr attention the game holds at any 
Mrrm^^k top of the box means total 
bsesai^^nile the bottom means complete 
utte^^Kerence. In our fictional shoot- 
erj^yp he^^fcse graphics mean you'll be 
pretty imcresseti sttet a minute. tfou"re even 

Tner aftej^Hbur, thanks to those nice 
controls. But frustration al those sudden 
deaths he? !aken the edge off this by the end 
ifter a week the lack of 
low as well. By a month 
seen just about everything the game 
offer and want a new challenge, but the 
>layabillly and great graphics mean you'll still 
be loading it up occasionally in a year's time. 



FUN FACTOR: 1$ the game instantly playable? 

Can you just load it and notch up half an 
hour's enthralling play, or does it take long- 
term commitment lo get anything oqt of it? 
Expect a high fun factor tor pure arcade- 
action in coin-op conversions and a%w on 
lor games based on theology hooks 



iCE RATING Is out of a possfble 10aD and is 

directly related to the area underneath the 
^^rarest Curve. Obviously, the high- 
Te score - the better the game. Games 
which are ACE Rated over 900 are really hot 
stuff - see Skullduggery or RED LE.D. for 
examples. 



SCREEN TEST 



ANARCHY 

Block bashing gets a new twist from RACK IT 



nran £ have taken over the weald. They 
KlDCLO are ruling the helpless planet oi 
Sentinel Four through Jaroe of arms; it's your 
mission to break Into their security complei 
and destroy their entire supply of weapons 
and explosives. 

Despite the dubious story Anarchy is one 



can be shot and doing so will turn them tor 
at least a short time in. to on urxlesrtructible 
brick which can be moved away from your 
tank in a straight line by repeated shooting. 

You have two minutes to complete each 
level, after which time the building's security 
systems will detect you and you will lose 



Brain -stretching block bash 



Weapon casters 



PRUtE 
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n rrnr 

p r v r 
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Brick wai Mrtdesci^t b*i Efamy drods 

Tha iann ascav«rs a incky proaem on ,evei too Ihe Woe* f&'-nanon if s racing recces we ihggghi ihan at fas! meeis re eye 



of the best budget titles to appear in a long 
while. In play you must guide an A.C E. 
MK2 Interceptor {remarkably similar to a 
Tank) around a horisontally scrolling com- 
plex made up of blocks, some destructible, 
some not. Destructible blocks represent arms 





RELEASE BOX 


C6J 126 


£2Wci kEVlEVi'ED 


Spectrum 


£2Wcs OCtj? 



containers and to complete a level you have 
to destroy all of these; irKiestructible blocks 
are . for the most part, there just to get m the 
way 

Wandering around the brick complex 
are numerous security droids, These arenl 
very fast-moving but do tend to head tn the 
direction of your tank, though very indirect- 
ly, Contact with a droid is fatal - but they 



one of your three lives. But if you manage to 
destroy all the weapon containers in time an 
exit will appear and you can escape to the 
next complex, caution is advised here 
because as soon as you shoot the last brick 
your weapon becomes inoperative - so 
make sure your route to the exit is droid free. 

All this may sound very easy until you 
discover that your tank can only shoot bricks 
that are one or more brick widths away from 
it; so you cant shoot bricks youre right up 
against. Things now become very tricky 
indeed. The arrangement of walls and 
weapon canisters on each level is such that 
you are given very little room to manoeuvre 
until you have destroyed some bricks - but in 
places youTl find you cant destroy any 
bricks because you havenl any room to 
manoeuvre . 

However, one or more bricks can 
always be destroyed and shooting these will 
provide the key to destroying all the other 



rKpnlftffC r 
i nn vvn no infer p h 
bHaPMipPPDlpinnrr r n 

i n r r i i-r rr- 1 1 1 
nrnnrTrnnnnRnnhrrprjr 

k x>;P r p p n n p n n n n rn n n < 
rrr rn 1 i i i i 



Bemg pursued t>y lege; live s specai guarcan qg*: get 
caught m a dead encj and reme»nw ii w.n Iqiida your EXACT 
coufsa 



bricks, The problem, of course, is in finding 
which bricks these are, and where you have 
to be to shoot therm and even when you've 
round and destroyed them itfc not always 
obvious where your next targets lie, 

On every fifth level things get worse ; 
here is where the terrorists keep their nuclear 
weapons and the complex is guarded by a 
special droid that follows your exact course 
These droids are tricky customers but the key 
to avoiding them is the fact that they WILL 
follow your EXACT course. 

All these features make this a game that 
requires as much thought as firing you even 
have to be careful where you shoot an 
enemy droid as it may block your only 
escape route. Anarchy is an auspicious start 
for Hewson's budget label Rack-It, and is well 
worth anyone's £2,99, 

Andy Smith 



VISUAL EFFECTS ■■■■■ 

Eye catching use of colour 

AUDIO ■■■■■ 

O'eirrJ iinrj often Subtle SDu'ld effetls 

IQ. FACTOR illllii 

As much thinking as zapping required 

FUN FACTOR ■■■■■ 

Very absorbing md instantly gripping 



IN IE R EST 





1 met * hour I Art i »«k I ir*."-iri i t+r* 
P r a y t i m f 



instani addiction - pyi a monih should see H timahed 

ACE RATING 815 



SCREEN TEST 



HOW TO BE A COMPLETE 

BASTARD « 

Virgin's illegitimate arcade romp 




CrW ^ e ■ &irnan ' dson Cos he likes to 
X A J call himself) plays lead sprite m 
this Spectrum version o( the game based on 
his book of the same name. With tips trom 
the great man himself your rmssion is to 
invade a Yuppie party and ensure youi 
place in the Bastard Hall of Fame by ruining 
the party and upsetting the guests so much 
that they all Leave 



A bastard s gotta do 



for a while. The object is to get youi new- 
found status up in lights and achieve com- 
plete bastardom 

Lois o( things can upset a yuppie. Ice 
cubes in a lady's underwear, for a start - thai, 
will upset hei for a while, but not enough to 
rriake her leave a parry - whereas making 
custard pies and splattering her dress with 
them would have her out the door in no time 
and so peimanent- 



Coals to investigate. 




Ughi ihes* letters by being obnoxious. 



The trams* bastard's gatecrashed the yuppie party and "bpstevisiorT gives you the 
chance lo vie* ihe action (rem all possible angles. I wonder what could be lurking in 
the pocketi ol inose coals? 




With each yuppie that leaves the party, 
a letter from the words 'COMPLETE BASTARD" 
displayed across the bottom of the screen 
Lights up permanently. If you only mildly 
upset a yuppie then the letter only lights up 



A naughty nov 
scenario. 



Bastards come m all shapes and s.-zes bul 
rarely to your computer screen {despite what 
you might call those aliens who manage to 
rob you of a high score) which makes what 
could could have been an average arcade 
adventure a lot more interesting and enjoy- 
able to play, irs a pity, though, that you dbnl 
actually SEE yourself performing bastardly 
actions. This trick Of substituting text mes- 
sages tor on-screen action (as in Dan Dare, 
tor example) is all very well but when are we 
going to see some real action? 



ly light one ot the 
letters. The men 
cnent all that keen 
on having perfume 
sprayed on them 
either, which might 
give you the idea 
that this game is 
ever so slightly sex 
ist You'd probably 
be right . 

In addition to 
lighting up the tet- 
ters you've also got 
to score as many 
bastard points as 
possible by doing 
generally obnox- 
ious things like !ar: 



mg in front ot people or dnhking washing-up 
bguid. Four meters displayed around the 
screen measure such things as your drunke- 
ness ■ which increases as you drink more ol 
the Monster Get Pissed Fast lager 1 - and a 




uiiri-j m 

now rn i f r : a" 



In the bathroom, where ■ trainee bastard can find 
lots of uses for a sink. Ttw menu i* foot way of con- 
1 rolling the character's actions, but unlori-unfitely you 
only get a lext respon » lo your requests,, 

'weeometer 1 which also increases as you 
drink various liquids found around the house 
As you wander around, the honzontally- 
split screen gives you two seperate views of 
the same location and both these views can 
be rotated independently., enabling you to 
see everything in any location. This ls very 
confusing to start with but, after a little perse- 



VISUAL EFFECTS 

Qelailed and wall animated 

AUDIO ■■■■ 

Good tilt* tune hut tfterwise spcl U only 

IQ, FACTOR lllllli 

Some puiJhng ever whal to do with ttw objects 

FUN FACTOR 

A witty rontp - white it l^sls 





I mn I haul 1 doy 1 ««M I mwirn i , e „, 
P r □ y T i m a 

Ph s*M«f ance breeds lasting interest 

ACE RATING 792 



veronce. it becomes a lot easier to handle 
and eventually adds to the game. 

Controlling your character is done via a 
munii that appears in the bottom window 
whenever you press the fire button. Different 
options become available depending upon 
your location within the house or the room. 

The graphics are nicely detailed and the 
animation is smooth, though its a shame you 
never get to watch any of the bastardly 
deeds- that you've commanded youi charac- 
ter to do - merely a text description of what 
the consequences of your actions were 
Sound is limited to a jolly title tune and the 
odd effect (farty noises etc.) 

Being a complete bastard is a lot of fun 
and requires quite a bit of puzzling. The 
idea's anginal (although the game format 
isn't) and the gameplay improves with famil- 
iarity All in all a far superior product to the 
Young Ones game that was released some 
while ago. Andy Smith 



Amstrad version 



Every bit as playable as the Spectrum version 
reviewed here, with the same control method 
and game concept. More colourful graphics 
are of a slightly higher standard but, that 
apart it's very similar and certainly as 
fun. 
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A program by 




Spectrum 48/1SS Cassette £fl 99 
Amstrad CPC Cassette £9 99 Disc £14 99 
Commodore 64/128 Cassette £9 99 Disc £12 99 

produced by m ■ 

mciflech 

Martech is the registered trade mark of Martech Games Limited, 

Martech House, Bay Terrace, Pevensey Bay, East Sussex BN24 6EE 

TRADE ENQUIRIES WELCOME. PHONE (0323) 768456 TELEX: 87B373 Martec G 




SCREEN TEST 



CHAMPIONSHIP 
WATER-SKIING 



Sunny ski-ing simulation from Infogrames. 



the time you read this we should 
know il Patrice Martin, 23-year-old 
World Champion water-skier, has retained 
his title; the championships were held in 
London, from the 17th to 20: h of September 
Infogrames' program gives you Che chance 
to take Patrice's part in the Jhiee major 
water-skiing events, slalom, jump and 
freestyle 

Slalom is the first, and hardest, of the 
events. Towed behind a speedboat you 
have to weave around the buoys to left orid 
right. To begin with it's remarkably frustrat- 
ing, the frequency with which you tall over 
makes you suspect that the event is just 
impassible. However, perseverance brings 
you the knowledge that the key to the event 
15 lengthening or shortening the tow-rope, 
and that the key to doing this is all in the 
timing Frustrating though the slalom is, it 
does have a reasonable amount of lasting 
interest. 

Freestyle means doing as many tricks as 
you can in the 20 second run. Using joystick 
or keys you can do spins and steps. Again., 
the problem is staying upnght and - again - 
the solution lies in the timing 



The jump is the most spectacular event 
and the one you're most jkely to get instant 
results from. You pick up speed and try to hit 
the take-off board at the right moment; then 
maintain a good pasture in the an and the 
chances are you'll go fen. young man. A 
good jump should be in excess of 60 metres 
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The program looks the business, with 
beautifully blue seas, luxuriant palm tees 
and a presumably French beach beauty - 
Patrice's cherie? - indolently reclining in a 
homrnock The gameplay though, rapidly 
palls, only the s;alom poses any lasting chal- % 
Jenge. Once you've acquired the skills so get * 
on the high score table your only goal is (o 
topple a certain Neptun from his perch on 
the top. Peter Connor 




v 



SLALOM 

fiU lounges in the hammock white you if y iq gel rour 
those buoys 




FREESTYLE 

Split s-treen shows you trying your tacks : lowed by Fil 
(out of ihe hammock at lash 



VISUAL EFFECTS ■■■■■ 

Slue seas, palm trees. beautiM women Nice 

AUDIO HlilM 

Nidp June bul net much else 

I€i FACTOR mmmmwww 

Not intellectually demanding 

FUN FACTOR ■■■■ 

Slalom's. tricky - bul wilt* I he others. \u$\ rjive in 



I inn i hew 1 day I wt*fc 
'lay I I m r 



Never obsesses you and won't realty la$l 

ACE RATING 692 



SCREEN TEST 



MOEBIUS 



Role-playing high-kicking quest from ORIGIN SYSTEMS 

JC4MN 



has stolen the Orb of 
Harmony Irom your master 
Moebius the Windwalker and you must trav- 
el the lour elemental realms rn search of this 
all-powerful obiect that binds the very forces 



VISUAL EFFECTS IWili 

F.i'Tl c"H bul uniTiprfSS vfi 

AUDIO mmmmmmm 

Very IrtHe sound 

I€L FACTOR ■■■■ 

Keeps the brain k king over 

FUN FACTOR ■■ 

Not easy to cjet mto and olten Fruslrating 




:::<jjLo1 arts vanety but with a spo: of swoia- 
play thrown in lor good measure. Divination 
is simply a quick reaction test in which you 
must stop a Yin-Yang symbol from moving 
out of a small square 

The guest itseL! begins outside -he house 
of Moebius, where you start ofl with a limited 
supply of food and water, The screen dis- 
plays a map-like section of the liist of the four 
Realms (EARTH) with your devilishly attrac- 
tive visage in the centre. Movement in any 
one of eight directions causes the screen to 
scroll around you revealing new territory. 

The land is composed aJ large character 
blocks over which you (and any other peo- 
ple you may meet) move one block at a 
time Most of the realm is covered with forest 
and in oidei to 



a tiresome ordeal. 

On your way youU encounter peasants, 
guards, assassins and other oriental types. 
Communication with them is Urniied either to 
combo; or :c commands like STAY HERE and 
FOLLOW ME but there is also a HELP com- 
mand which can induce other characters to 
reveal plots and sub-quests within the game. 

You must also cleanse the temples of 
Moebius of the influence of the evil monks. 
Do this for ail the temples in a single realm 
and Moebsus will transport you to the next. 
Monks aie tough and not only will they use 
magic against you but they are also VERY 
skilled (ighieis, so before tackling one be sure 
you energy and strength status (see scieen- 
shot) is up to tt. 



1 irwn 1 h*Mjr I i*w I I month I y*o 

p i a y Time 

Frequent rjeaihs and slow gamepl^y dampen enthusiasm 

ACE RATING 628 



of nature together. Foul and Kairnen will use 
the otb to do unspeakably horrible things to 
your fellow citizens of Khantun. 

You start the game with an initial train- 
ing penod and your character's two main 
attributes of BODY and MIND are defined by 
how well you perform m a senes o! ocmbcte 
and in divination Combat is of the usual 



travel through 
this you must 
chop a path 
with your 
sword. You will 
also encounter 
barriers of rock 
which you need 
a hammer to 
break though 
Such features 
make move- 
ment very frus* 
(rating and, 
combined with 
the rapidity 
with wruch your 
food and water 
run out. can 
reduce the thrill 
of exploration to 



While eiptonng me disciple discovers #n evrt monk m ihe (empte ol Moebius W»icn your siep 
these guys are mean. sKilltol lighters- whe un alsc cast spelts a^amsl you Jusl plunge on in wiln 
Fisis Hying and hope tor the best 



Heed arrdl shoulders of you-know-wlng 
You're on the road - ind wiry! 



The temple wall - more scenery, 



Statue - 
for effecl 



jusl 



This monk doses 
10 attftc3t..,Fireballs 
Irrst, and when he 
readies you he'll 
T«*orl to cold steel. 



r 




Deadly encounters in Khantun, 



Shows you've got the 
mfeftris 10 defend yourself . 



Vour vital statistics - certain spells will drain your mental energy, 
others your physical reserves. Zer a wi any one meina kapulslil- 



i robed disciple tights the palace guard during training. In (till phase you have 10 use bare hands and feet against your 
inCs swQrtf - later on you gel a sword of your own, There will be many mote combats like this to come 





You start the game with a fireball spell 
and by practising: prayer, meditation and 
fasting (often a dangerous business) you can 
increase your magical powers, ^visibility, 
teleportabon and other spells will make life a 
lot easier 

Complete the quest and a life of relax- 
ation in the house of Moebius will be yours. 
Bui you'll need luck and a tot of patience 
f mostly with the CM disk drive - the game is 
on :wo disks) to earn it. The idea of combin- 
ing martial a:'.^ taction with role playing 
could make far an excellent game but 
Moebius. sadly, is more of an old boot than a 
new kk±-en>up. Dave Packer 



Energy expenditure is marked by this bar - (he longer 
it gets (he more aweel you're putting into the fight and 
the *saki>r your biows become. Energy can be 
recouped by resting. 



Your strength rating, which is determined by now well 
you perform during training - blows or lack of food 
and water can drop this down towards «ro and an 

early grant. 
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SCREEN TEST 



VISUAL EFFECTS ■■■■■■ & 

Probably ihe b*si graphics (o-r mis type of game 

AUDIO ■■■ 

Nc mustc but good spoi etletis 

IQ. FACTOR ■■■ 

Once y&u've mastered ine choice or droid HTs all jtap 

FUN FACTOR ■■■■■ 

Easy 1o gel into - you'll spend a long time gelling out 




I mn i houi i day I * mon*i I v*cm 



Graphics and gamepiay combine lor lasting mtetest 

ACE RATING 910 



RED LE. 

A grecct littlo roll-around from REAKTOR 




landscape MarJbie Madness clones 
jy take a new twis! in Reaktors latest 
offering lied L.E.D. 

You start with a grid of interconnected 
hexagons, each of which represents a Mar- 
tie Madness-style battle terrain, You select a 
hexagon arid send youf battle droid into the 
terrain to do battle with the resident aliens 
and collect four energy pods before mofcing 
his escape. Complete a row, left to right 
across the screen, of these hexes and you've 
won the game (rather like a certain TV quiz 
show ., rave me an A please. Bob f). All this 
is done in a race againsi the clock. You have 



Where does the marble 
go now 



Run'n'roll type games have loomed 
large on the shelves since Marble 
Madness, Red L.E.D. Is the first to 
vary the bask: recipe by giving your 
'marble' alien-blasting potential . There 
have been similar variations on other 
popular themes - Moebius adding 
role-play to kung-fu, Ranaratrxa 
pulling magic Into Q&vnttet How 
about a marble with jumping, flying, 
and spell -casting abilities - that 
should really go places! Let s have 
your suggestions and maybe the soft- 
ware houses will fellow suit 



60 minutes to complete your chosen series of 
terrains or its curtains, 5 

Rod L.E.D. has 37 different landscapes or 
"Wariones', each ol which is large and 
extremely weU-drawn with excellent use of 
colour making the 3D effect very convincing. 
These landscapes scroll very smoothly 
around your droid making this a real graphic 
treat and probably the best of its type. 

As well as selecting different landscapes, 
you can also select one of three different 
droids, each with its own advantages and 
disadvantages. This is important because the 
mam challenge of each Waraone varies from 



Ictto^cape to landscape and correct droid 
selection is essential to survival. Some levels, 
are a maze of thin, twisting slopes and, as 
(ailing off of the landscape will cost you a 
minute off the clock, precise control is of 
upmost importance. The longed and evilly- 
grinning Red L.E.D droid comes into his own 
here since he is by far the most controllable 



Beat the battle zones to beat that grid 




C O 



m m m 

? F \/_ 



The gud and droids Seeding a heptagon sends you oil inio one ol Red L.E.D. s 17 aarzones - com- 
plete a lme across the grid cracking each wafzone in tu^n and win itie game Use carelui hei se :ec i io n 
however since some of these zones are more diHieult than others and taking a long route across the 
grid may he your besl policy Be carelwl 1oo with your droid selection for each esped>hon 




SCREEN TEST 1 



of I he three and - most useful - can cling to 
a .slope withoui sapping. 

Sometimes a level is fmed with acid 
lakes that will eat away your energy if 
touched, In this case youU need the small 
saucer-shaped droid, more acid-resistant 
than the others though also the most difficult 
to control. Finally the bulb-shaped battle 
droid can withstand impacting aliens - so 
lake him along if its swarms of noxious nas- 
ties who will be giving the most trouble 

Aliens range from shapeless blobs to 
spray cans on wheels but all attack in the 
same way by rushing on you in a suicidal 
collision bid. Enemy droid generators are the 
source of all your attackers and these can be 
destroyed with multiple shots - but by the 
time youVe found and destroyed them all 
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there will probably be enough aliens around 
to keep you bblastmg until you've either 
been killed or run out of time. 

Exploration will reveal more than just 
energy pods., enemy droids and generators - 
there are ice switches which will freeze the 
add lakes (or a short time making them safe 



to cross; srnartbombs (to clear the whole 
screen) to be collected; enemy dioid freeaers; 
and rotating time cylinders that can grant 
extra time - or take it away if rotating in the 
wrong direction. 

Teleport pads are another interesting fea- 
ture of this game - there are usually 
a number at these distributed 
around each level and they are 
often the only way of reaching oth- 
erwise inaccessible locations. 

All these features combined 
with a View level' map option make 
this game stand 
head and shoulders 
above the opposi- 
tion. Challenging, 
at times frustratirig 
(particularly when 
you're trying to 
remember which 
^arjdscar>? :eguires 
which droid).. but 
hugely addictive. 
Dave Packer 

twitch 



Another landscape and an 
finds an energy pod bul Cr( 
prove telai Firing an ice 



Anoihe' landscape and another problem Sulb-head 
finds an ene^ cod bul crossing ihat acid lake could 
P'ove felai Finding an ice switch is hi * only solulion 
bul will he manace to jet back here heiore the ice melts 




he discover* ah ice swilch and a droid gen- 
ii he freeze the lake 1o make his- escape from 
the swarm irvg hordes d1 nasl»es. or will he stand his 
ground and blasi the ^eneralor? 



Red L E.D. looking lor the energy pods 
droid would be useless - but with Red 
uccess 



Red LEX 1 , and 
rriendi 




tour droid 



Minutes left 



Energy pods left to colect 



Counting the taconds 



SCREEN TEST 



CHUCK 
YEAGER 

ADVANCED FLIGHT TRAINER 

ELECTRONIC ARTS (and Chuck) want to get you 
airborne 




fflltPY Veocjer, the first rrxm to brecft 
vflUl/H the sound barrier in an 
aeroplane, has lent his name to this latest 
release from the Electronic Arts stable. 
Broadly speaking it's a very enjoyable night 
simulator - but that's by no means the 
whole story. 



The gctme is spin into ioui sections: you 
can choose to either test fly new planes or 
have a bash at formation flying and 
aeroplane racing. You'd probably be better 
off. though, starting with the flight instruction, 
which teaches you how to achieve complex 
moves such as aileron rolls and loops. 



THOSE MAGNIFICENT MEN ... 

The bridges you have lo race ihrgygh. 




T 

I.I I ■ 



» h a, 



< hi 



Landing gear lever. 



Aflilicial horizon. 



Your altimeter. 



Racing another plane involves Hying through several bridges- and eompleling one of Ihe many courses 
before your rival. 




nu Mani 




The game options are controlled by 
means of pull down menus that can be 
called up at anytime. For example II 
you're flying in basic training mode you 
can opt to execule left or right turns, 
landings and take otfs by hitting the 
Commodore Key; a menu appears with 
Ihe options, allowing you to choose 
between a training session or an attempt 
at doing the manoeuvre solo. The 
instruction mode is so simple to use that 
it doesn'i take long before even a ham 
fisted pilot feels confident enough to try 
some of the more complex moves. 



The teaching method is simple but 
effective. Your screen is horizontally split 
with the lop halt as your cockpit view of the 
surrounding countryside and the bottom hall 
filled with all youi necessary flight 
instruments. In the centre of the top of the 
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screen is a small cross, around this is a small 
yellow square, which is youi means of 
controlling your plane. The farther away 
from the cross the square is then the severer 
the turn, dive or climb wjjl be 



ACE 



j^r\[kl r\Q racing games are all the 
WWJY'vr rage at the moment, but this 
one could even put Out Pun in the shade 
With its distinctive overhead view, car 
tuning options and multiple drones, Super 
Sprint has been a huge arcade hit; so how 
does the micro version shape up? 

The most striking feature of the coin-op is 
the way up to four people can play at once 
- and sadly there's no way that can carry 
across to a Spectrum. Electric Dreams have 
only been able to fit single and two-player 
modes in, with 'diones' - computer- 
contioUed cars - mating up the numbers 
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Each time you play you can select any 
one of the game's eight tracks to start on 
The default track is the easiest by some way 
Viewed horn above it looks very simple 
indeed; a lew bends, good long straights 




The helicopter flies in - someone's had 
nasly accident. 



and a starting grid cum finishing line. 
Actually getting round this is anything bui 
simple, and it'll be a few races before you've 
got the hang of dnving your car at all. 

It's not thai there's a whole load of 
controls to wrestle with. In fact youVe only 

When you're in training mode a larger 
brown square is also visible, moving around 
of its own accord. You follow this brown 
square with youi yellow square and so 
execute the move Getting to know the 
moves is essential when it comes for you to 
fly the plane unaided. Crash your pkme and 
the digitised picture o! good ol'Chuck 
appears mouthing such encouraging 
precepts as "You're no fnend of mine!", 



IBM PC Version 



Despite the lact that it only has four 
colours, the IBM PC version is very 
similar to the C64 version - but it does 
have a tew enhancements. It you're stunt 
flying you have the option to perform 
several stunts in succession and watch 
your achievements played back to you. 
As much tun and involvement on ihe PC 
as on the C64 



SCREEN TEST 



SUPER 
SPRINT 



ELECTRIC DREAMS' new race-em up 




got left, nghi and accelerate, but using 
them correctly means lots of practice. Take 
a corner too late, early or fast and youll 
ciash mlo the barrier around the track. 

Hit the bamer a glancing blow and 
you'll bounce off 
again, but the more 
normal failed 
cornering attempt will 
leave you we]] and 
truly stuck, wheels 
spinning. To get back 
m the rate you must 
release the 
accelerator, rum your 
cat to lace direct Sy 
out onto the track and 
then pull away Even 
it you manage this 
your car's liable to 
swerve as you come 
'unstuck', sending you 
straight into the 
bait tor opposite if you 
aren't very careful. 

The drones dorit drive any too fast on 
the easier tracks, but they never crash. They 
also don't seem to be affected by oU patches 
(which send you skidding) or the game's 
roving w tun winds (which wjj] leave you in 
a spin) Their iet*abte - it humdrum - driving 



is quite enough to beat you hollow if you 
keep crashing, so good cornering and crash 
recovery techniques are essential li you 
beat them all over four laps, theyll get 
meaner on the next race - and since that's 



OH Ihar spanner and you'll be on your w&y m a tune -up. 
Spanner Your car Bonus Drones 




Whirlwind 



on a new track you've got some learning to 

do- 

You do have one trick up your sleeve 
though, and that's tuning. As well as Oil 
slicks, whirlwinds and 100 point bonuses, 
you'll often come across little yellow 

The graphics are stunning; by pressing 
the appropriate key any one of ten views 
can be displayed, including a view of your 
plane as seen from the control tower All 
ground features and 
other planes are seen in 
filled 3D. Sound is limited 
to the drone of your 
engine or the whirr of 
your propeller, 
depending on which 
particular plane you 
happen to be flying, 

Chuck Yeager is 
entertainingly different 
from yer standard flight 
sim: the framing element 
means that it's nowhere 
near as difficult to get off 
the ground Once you've 
earned your wings, 
though., you can go solo 
and experience a much 



spanners on the track. Collect three of these 
and you'll get a chance to tune your car 
before the next race In any one session you 
can boost your traction (roadholding). 
acceleration or top speed. 

Chicanes, underpasses and gaps all 
add to Super Sprint's considerable visual 
appeal, and spice up the gameplay too. The 
rescue helicopter is also nicely done - 
though it only shows up after very bad 
crashes on the Spectrum version - and the 
trackside scenery looks good. 

But there's a big visual problem on the 
Spectrum - ai tribute clash. When the cars 
are bunched up together their colours 
inevitably merge, and it can be very lough 
to spot your own vehicle. To make matters 
worse. Super Sprint cars never collide with 
each other so its quite possible for two of 
them to occupy the same space! 

Confusing stuff then, and very 
frustrating at times too What pulls the game 
through so well is its remarkably addictive 
gameplay.. the challenge of new tracks and 
the excitement of tuning your car to 
perfection. Andy Wilton 



VISUAL EFFECTS ■■■■■■ 

hie? irack shame about In? clashes 

AUDIO ■ 

Weak engine noises 

1€L FACTOR liiiill 

No-1 «*ry cerebral 5 lull 

FUN FACTOR 

Very playable - but not inslanNy 




I inn I hoi* 1 tyty I i monrth I 

^ I 9 v Tim* 

frustration soon gives wsty lo addiction 

ACE RATING 907 



higher level of difficulty. There is so much m 
this game thai it will taice ninny hours o! 
instructive fun to experience and master all 
the available options. Andy Smith 




VISUAL EFFECTS ■■■■■ 

Filled 3D and good perspective 

AUDIO l-llMM 

Tli robbing engine nurses 

l£t FACTOR 

Lots at lear^ng telore you get the nghj stuff 

FUN FACTOR ■■■■■ 

Once you're digit the game reveals its quality 




I 'mm I FkHJT I chy I I mnnlh I yn» 

P 1 a y T i m r 

Lois of options and leases niake for plenty lun 



ACE RATING 912 



SCREEN TEST 



ACE 2 

Aerotscrtic combat from CASCADE 



iUliUVfllW er flight Simulator ACE 
Cfor Air Combat Emukitoi). Cascade Games 
have released the sequel - ACE 2 - which 
sets out lo give you m ore arcade acton than 
simulation m ihe cockpit oi an advanced jet 
fighter. 

This tune, however, you're not alone. In 
ACE2 you must tattle it out with either your 
CM or a friend in one at two possible scenar- 
ios - dog fight oi full-scale combat. 

Dogfight means just that * you fly your 



jet and attempt to shoot down your oppo- 
nen! before he shoots you, Skill levels are 
incorporated by means of allowing the play- 
er to choose the number of lets each side has 
at then disposal - from 3 to 20 - so the more 
aircraft each side has, the longer the game 
will last. Additionally you can choose just 
how many missile hits each jet must receive 
before it comes down. It you're in one player 
mode you can also choose the computer's 
skill level < from 1 to 20) which may or may 
not help you win. 



Bandit at 6 o'clock! 



pilot one 

SCQRG 
D0QO0OD 
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COnPUTGR 
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Powtr Indicflor 

Camps* 



BIB11 
I rj in 

3DDQ 



Y«jr|H 



The ipHfr*i»n vliw of ftt fiction ft ACE 2 puts your aw cattpil vk* on iopBrijwr opporm^ 

mm greund Milt noMxHMt »«w* p * not modi to k*tp you wrtrtiimd You an s«c yourwtt shewing up 



on 



tht O0W who is i small wHla dot near th* bottom oi the windscreen, 



pilot one 

IfinORTHL 
SCOfiC 

coooooo 
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How if* your turn to go onlo Iti* oHanalw. The et*wy l*< is 
in your sights *(4 H'a tern* 10 fire aft a misiilo and gMW It 
horn*. 



Here and thiaughout the game the on- 
screen action is divided into two areas with 
each pOot having their own section, display- 
ing all the necessary information about alti- 
tude, velocity and number of missiles etc. 
Arrnaments include an aerial cannon, heat- 
seeking air-tcKm missiles, raoai^ruided au-to- 
aii missiles and au-toaround missiles. 

Tun scale conflict' is rather a grand title 
for what is in effect only slightly different 
from the dogfight. You have one around 
installation to destroy (depending upon 
which side y° u ^ e on, this will be either a 
radar station or a spy ship), To help you, you 



have the use ot air-to-ground missiles, which 
(like the radar-guided missiles) must be tired 
and guided to their target by keeping the 
object in your sights until the missile strikes 
home Destroy the installation plus the 
remoulds: cl :to enemy's craft and you'll win 
the game. 

You'll find no vector graphics in ACE 2 
because its all tilled, but frankly the scenery 
fails to impress and the severe lack ol ground 
detail means you can spot the installations 
Irom several miles out. Sound, however, is a 
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nice feature of the program with a lively tille 
tune and some good effects within the game. 

ACE 2 tries to combine the traditional 
flight simulator with a fair slice of option - but 
with me emphasis heavily on the action side. 
If you like your flight sims to have loads ol 
details like rudder control, undteicamage 
control, flaps control and so on then you 
could well be disappointed. Unfortunately 
the action still doesn't live up to expectations 
- a limited cockpit view and only two (at 
most) opponents at any one time dampens 
the thrills you'd expect from a shoot-em up 
and fails to compensate for the absence of 
control options you'd get from a simulator 

Andy Smith 
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Soon became* dull and a Dor to play 

ACE RATING 590 



VISUAL EFFECTS ■■■ 

Belo^ swage - even lor a Nigm simulator 

AUDIO mmmmmmm 

Iwily Mie tune and good spoi ert&dft 
T€l FACTOR ■■■$&nN 

Easy centrals - nolhing els* Lo sUetch Ihe brain 

FUN FACTOR ■■ 

S<?pn becomes tedious 






>idewize...the uttitpateshoot-em-up^jncreidfbl© weapori pick-up 
feysBmy.^awe-insplrlng arcade action. ./Sidewize is the Slickest ' 
>ing shootout in a long, long time" wrote Sinclair User..don't 
less with the others, try messing with Sidewize. 
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SCREEN TEST 



3D GALAX 

Gremlin's Galaxians get the solid 3D treatment 



GALAXIANS 



have plucked up 
courage to return to the 
screen presumably because this time they 
have been granted solid 3D status. 

In 3D Galax the view from your cockpit 
reveals different [orrrvations of the tour alien 
types swooping toward your ship, gloriously 
sobd'n'shaded, in the hope o£ impacting and 
turning you into space dust. Your ship fiies 
rotating cubes al the enemy, shattering 
them into fragments of debris - but you only 



get one shot at a time bo be sure al your a:r:i 
before pressing the button, 



RELEASE BOX 



REVIEWED 



No other versions planned 



A", the s"c:1 o! each wave a new fleet of 
mvaceis !loats down from above to hovel 



menacingly in front of your ship, swaying 
gently tram ado to side in the same manner 
as their two-dimensional coin-op ancestors. 
Then, row by row. they dive in lor the kill 
with any surviving attackers returning to the 
back of the formation ready to strike again. 

To compLicate matters, alter theii initial 
posturing the aiiens will swoop in fiom 
different altitudes, appreoching from above 
and below. Pushing the joystick forward 
sends your ship diving through space. 



UT 




Road sign |Ygur Ferrari I Cartoavwd 
A curve coming up and there's traffic ati*ac) 



f 1 C home computer versions of this 

V w coin-op hit ore still some way away, 
but you can get into the driving seat nght 
now if you've go! a Sega Master System. 

In Our J?un you take the wheel of an 
open-topped Ferrari In a race against the 
clock, weaving through the traffic along 
sweeping multi-lane highways, It's a nsfcy 
business: hit other vehicles and youH lose 
speed or go into a spin, but crash into one of 
the many ioadside obstacles and your car 
will tumble end over end . 







Segc £24 ?5 co-- =gi 
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From a viewpoint behind your car you 
have to steer left and right, change gear, 
accelerate and brake. To keep things simple 
your car only has two gears: low for speeds 
up to 170 kph or so r and high from there up 
to a maximum of just under 300 kph, To 
compteate matters you have to select gears 
by moving the joystick up or down. Logical 
enough you might think, but with the 
lard Sega controllers its very easy to 



stand? 



accidentally change gear while cornering. 

There's a controller button each tar 
accelerator and brake, though you won't 
find too much call for the latter. Far the most 
part Out Run driving's a matter oi keeping 
the accelerator hard down and screeching 
round the curves in tap gear - when you 
aren't dodging the traffic, that is. 

Since its a road race, you're as likely to 
come across Volkswagen Beetles as 
Porsches. The difference is largely 
cosmetic, srnce all the other car; 
behave in pretty much the same way 
- sticking to their lanes for the mosi 
part, at a steady 1 60 or so. 

On the game's occasiona 
stretches of five-lane highway 
overtaking is Icarly simple, but on the 
more common three-lane stuif thing* 
can get very tricky indeed. Sharp 
comers and S-bends are signposted ir 
advance, and they need to be - ai 
top speed you can skid two or three 
lanes quite easily - but a good roac 
position isn't enough if there's othei 
traffic in your way. 

There's 20,000 points in it for yo\. 
every lime you overtake other cars 



SEGA serve up a 
red-hot racing 
coin-op conversion 

but that's not the real importance of getting 
pasi them. Our tfun's a series of stages 
through different kinds of terrain, and there's 
a rime check al the end of each one. The 
choice of route is yours - the game has five 
separate finishing lines, and junctions at the 
end of each stage offer many diferent routes 
to them - but whether you go for the long 
hard trans-desert slog or prefer the rolling, 
tree-lined twists and turns of Cloudy 
Mountain, youU need every second you can 
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pulling back takes you mio a climb. There's 
a small 'galactic map" at the bottom of the 
scieen to show your position relative to any 
aliens. 

Every four waves you have lo navigate 
the asteroid field This is undoubtedly one of 
the game's besl graphic sequences w.th lots 
oi beautifully shaded asteroids spinning 
rapidly toward youi ship as you dodge your 
way through. You can use missiles to blast 
any that get loo close - these projectiles are 
used only in the asteroid belt and resemble 
mini-meteors (distinctly un-missile like) but 
have the same eHect as the cubes, 

The aliens change their attack fornication 
every four waves. There are 25 formations 
and in some you need to be very careful of 
ships passing by you, otherwise you can 
swiftly dodge past an alien only to crash in:o 
the one you didn't notice above it 

Attack in 3D Galax is head-on only, so 
there's no shooting the enemy from the SLde 

get. Unused time carries ovei Lo the next 
stage, so you can't let up even on the easy 
stages 

Building up time means keeping your 
(cot hard down, but it also means avoiding 
collisions. There are no lives to lose - you can 
hit other vehicles or plough off the road as 
olten as you like - but the time you waste 
getting back up to speed can stop you 
reaching the next checkpoint ... 

When Out JJuris graphics are good, they 
are very good indeed. Youi car is bright and 
well-drawn, and the sweeping curves of the 
road can be very impressive at high speed. 
But the console has problems coping with 
larger roadside features smoothly and 
Space Horner style sprite problems aren't 
uncommon, The display can get confusing 
too; when the road rises it gets tricky just 
telling which direction the road is curving in 1 

Overall this Out Runs no substitute for the 
coin-op. but it is very playable stuff. The 
variety of routes and tremendous feeling of 
speed easily outweigh the graphic rough 
edges Andy Wilton 




A near miss from a winged enemy rhe scanner at the batlom oi the screen shews the enemy s ele-vaiion and anack 
lormaiion. Smooth animalion ar>d good perspecVve made these pics- very eye-catching, bui brtlham graphics don'1 
necessarily make a bnlham game - e pomi that 3D Gala* makes only 100 clearly 



or from behind like there is in Elite. This is 
limiting but doesnt spoil the 3D visual effect 
and is more in tune with the Calaxian 
theme. The game also scores well in the 
sound department with a catchy and very 
competent tune playing throughout. Another 
good touch is the desperate digitised scream 
of your pilot as the alien craft crash into you 
and you lose one of your three lives You get 
an extra live every 10000 points - not too 
difficult to teach. 

All these features SHOULD make 3D 
Galax a very good game indeed but in 
practise it is sadly lacking in excitement. Ifs 
Only after four waves that the enemy attack 
formation changes and even then it's still 
very much a case of more ot the same. 
What's more, they never shoot back. Add to 
this the fact that when firing your cube 
appears to veer off -course when you move 
and things are looking grim indeed, 

With a little more thought and a lot more 
action this could have been a winner. As 
is, it doesn't look as id this latest onslaught of 
the Galaxian tribe is going to claim many 
victims , Dave Packer 
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Some exlrimefy attractive 3D displays. 
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flfXAff 



]5 the name of the planet on 
which this game is set, and the 
natives are round, bouncy, and extremely 
vulnerable. 

As a perky young Plexor Km you have 
been elected by your fellows to venture forth 
along the planet's crystal roads. These 
consist or a network of highways, connecting 
the various continents (which, incidentally, 
do not appear m the game) constructed by 
an ancient and now-defunct race of Miracle 
Engineers Ihe primitive Plexarians regard 
these highways with religious awe and 
annually elect one of their number to follow 
the yellow brick road to oblivion. This year 
its your turn 

The object ol the game is to trove! alt 16 
connecting roads that span the planet, each 
of which is connected to the next by a Warp- 
bridge' - effectively o stretch of landscape 
viewed from above. The gameplcry on the 
roads themselves can be divided into twc 
parts, the lust of which has you bouncing 
along a continually scrolling highway in 



PLEXAR 

MASTERTRONIC (ADDED DIMENSION) 

bounce you down the road to oblivion 
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TtailbJazei style. Initially you're given a 
choice of three roadways and you con 
choose which one you'd like to start on. You 



Roads to ruin 



have a Limited amount o( energy and must 
tiavel the length of the road losing as little of 
this as possible. 

The crystal roads in this phase are made 
up of different rectangles that affect you m 
various ways. Black squares suck energy 
whereas others will knock you sideways., 
bounce ycu 'crward two places (oi 
backwards) and generally mess you about 
In practice, however, you don't have much 
control over the ball in this section. The load 
scrolls inexorably towards you withoul much 
variation in the obstacles and all you can do 
is cope with the effects of the different 
squares as best you can Gameplay isn't a 
strong point here, but luckily this part doesn't 




Swapping between Ifoe roads is essernial in this pari of ihw 
(re k bsii r>ne ■£ iwund to lead to a dead end. Keep on the 
Straight gnd narrow at all times as a jump into ihe blaek 
will send you back to the start. 



Theft you ine - obviously 
pleased wilh yourself. 




Balls on top 
Plexor brings a new dimension to 
bouncing ball games with the 
addition ol the overhead roadway - 
a real brain teaser since all the 
action on It Is effectively upside 
down. Good hand -eye co-ordination 
are a must when the going gets 
tough, and the disorientation on the 
overhead highway can trick you Into 
Jumping forward when you mean to 
Jump back - a topsy-twvey 
experience that often ends in 
oblivion. 



last long. 

The second phase of highway hi-jinx 
gives you complete control over the ball's 
progress and the roadways are varied in 
both format and challenge. You may find 
yourself on a single-square- width highway or 
having to choose between two different 
ioads that may lead to different obstacles, 
swapping from one to the other You may 
also find yourself bouncing happily along for 
miles, only to find that you've reached a 
dead-end and must bounce all the way 
back. There s a nme limit, so a lot of practice 
and road memory is essential here 

Again there are a number of different 
rectangles m this phase with varying 



properties. Some switch you from one 
roadway to another, others grab hold of you 
and whisk you from side lo side, at which 
point you must choose at which point to 
bounce off carefully and quickly. Running 
out of road loses you one of five lives, as does 
running out of time (but with the added 
annoyance ot sending you back to the 
beginning). 

The warp-bridge' phase is viewed 
directly from above as you move over a 
landscape that scrolls from top to bottom, 
avoiding hazards ranging from black holes 
(bndged. but only for a moment at a time) to 
nasty flying objects overhead that deplete 
your energy on contact. Again you're up 
against the clock, and at various points you 
have to choose your route carefully as the 
wrong one could have you up a blind alley. 

The graphics are good, though the 
rectangles tend to strain your eyes after a 
while and colour is used simply but 
effectively. The atmosphere of Plesar is 
obviousLy not suitable tor sound transmission, 
other than the occasional blip, but this 
doesnt detract from ihe game. Gameplay is 
simple enough and it's easy to get involved, 
but a little luck and hard work are needed if 
you wish to do well. A thought-provoking 
gem that should provide quite a few hours of 
fun and frustiatian. 

Andy Smith 
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KULLDIGGERY 

Beefy Boulderdash clone, courtesy of NEXUS, 



pfAAJEO ore oil the rage "hese days, 
vLUrVCJ especially clones of already 
classic games. Sl^cu^gery weighs in as a 
heavy duty BouJdercfasft clone and one that 
- on the ST - has evolved far beyond tts 
original. You get different puzzle screens 
to keep you hooked in the most inftunating 
way as you dag tor diamonds in the danger- 
fraught underground. 

You control a rotund cave mite' who 
likes riothing better than gobbling up dia- 
monds. In order to leave a cavern you have 
to eat the required number of diamonds 
within a time limit - on certain screens time 



is very tight indeed. Of course it's not just as 
simple as gobbling away like crazy: the ocrv- 
ems include numerous hazards and a multi- 
tude of puzzles. 

Skulls cue the most widespread problem. 
They are basically what in a certain other 
game would have been boulders: take care 
they don't drop on you. As you progress m 
the game and the screens become more 
complicated, skulls also have to be pushed 
around to smash walls and destroy various 
nasties. 

Crystal Beets and Crazy Ghosts are the 
principal opponents. The latter aie Fac-Man- 



2 Player Capers 

This kind of ctfg and gobble game doesn't 
sound the likeliest of candidates lor two- 
ptoY&rdom, yet Skulldlggery s combo 
option is one of the most entertaining two* 
player job* we've seen for the ST - largely 
because you can either co-operate or com- 
pete (or ttert off co-operating and Ihen do 
the dirty on your 'partner'). 
Player 1 controls the smiling original 
character while Player 2 get* 'The Masked 
Avenger', a creature which bears more than 
a passing re semblance to a wise old owl. 
The screen splits In two so that you can 
both work away on different sections of the 
same cavern. This can lead to tired eyes, 
since the games'* scrolling is a little on the 
Jerky side at the best of times, but It's per- 
fectly playable - especially when one play- 
er starts flfihli ng dirty and trying to drop 
skulls on the other. 
A bonus in twc-playsr mode I* that you 
when you choose to start at a screen other 
than the first you get different ones trom In 
the ■Ingle player game. 
Rumour has it that The Masked 
Avenger is due to star in his very own 
game later this year. 




e* 



Like cnfhjjs who congregate in ^arge r.-jm 
bets within their compounds. Since they 
release clusters at sparkling diamonds when 
they explode they are often the key to solv- 
ing a screen. Crazy Bats move like lightning 
through tunnels, they loo explode when hit 
by other objects and cue a useful means, of 
breaking through watl$ to get of the dia- 
monds within. 

Siuikliggery starts off with some very 
gentle screens to get you going. Very quick- 
ly, though, the puzzles get tougher and your 
reflexes and grey matter are called upon to 
give everything they've got You oan also 
elect to start your game at any one of five 
different screens up to 26 Even when you've 
cracked a problem there's no guarantee 
youH solve the screen every tone you play it. 
there's always the danger of a false move 
and death by a falling skull or diamond, 
while the sands of time are always running 
out 

The game may well be a shameless imi- 
tation ot Bouldeidash - but it's an excellent 
one that's extremely addictive and won't be 
solved in a hurry. What's more, it has a very 
entertaining two-player option (see box) 
which really adds to the fun . Peter Connor 



the Ratings 



VISUAL EFFECTS ■■■■ 

Good de-sign and colour - looks good on mono loo 

AUDIO ■■■■■ 

Good effect* and yw un swap \o a nice tun* 

IQ FACTOR ■■■■■■ 

Very puzzling m places 

FUN FACTOR ■■■■■■ 

Inslantly playable *ith long- is nr atfdidive power 
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Number of diamonds to col- 
fert...but whwa at* Ihey? 



Time limll is different on each 
Mf aen, You'll be too busy to 
wafch the seconds ticking by, 
Though 



Tout scorn., 




HOW TO DO IT... 

SCREEN 16 FEED THE WEED 
That weed s completely inaccessible and you need to gel the ghosts to il to lurrt it into dia- 
monds. You ve got la collect 78 of them and there isn'l much time. 



1 The busy latfle ba: is 1he Key to cracking open 
those walls: release him and then high-lail il up 
towards ihe skull, Once you're peat Ihe skull do a 
Sharp l?ft and it will fall, crush the bat ihe hal will 
explode. Ihe' walls will open and. . 

2.. .m you go lo dig aw*ry ihe eartft so lhat Ihe 
ghosts can rub shoulders with ihe expanding 
weed. 

3. Mm release Ihose nasty but preettu* ghosts. 
Howe down neit lo Ihe skull... 





*j i 
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4. ...then rush along Ihe bottom releasing the 
ghosis from I heir captivity and in to the w*ed. 
Weil a1 the nghi-hand side ol the screen and - il 
you've done your job properl y - you Should ba 
able lo colleci a h*ap or diamonds. 



5. Canceling ihe diamonds is best done by dig- 
ging along the underside ol the walls so thai the 
rJiamrj*Tds drop out of Ihe hole thai should have 
been treated, You ihen rush left-right over and 
over unlil you've got your 70. Remember, though, 
thai a tailing diamond is as deadly as a telling 
Skull. 





Friends and Foes 

The cheeky chippy you control 
doesn't appear to have ■ name - 
■Bafl he's merely described as a boun- 
cy rotund cave mite 1 with 'an insatiable 
appetite tor diamonds 1 . Well, that's accurate 
enough. He moves in 90 degree verticals or 
horizontals and you can control him with joy- 
9 tick or keys. Note that you can dig earth or 
gobble diamonds one space away by holding 
the fire button and moving the stick In Ihe 
required direction. 

The MASKED AVENGER la the 
player 2 figure. He operates In Just 
the same way as Ihe 'bouncy 
rotund cave mite'. 

SKULLS are pretty deadly, and 
have exactly the same properties 
as rocks In Bouiderdash; you can 
dig underneath and run away - if you're quick 
- but If the skulls catch up you'll be crushed. 

DIAMONDS - what you have to col- 
led; but II they drop on you they 
have the same effect as skulls. 

DIAMOND CLUSTERS - get you 
mucho diamonds at one gobble. 



CRYSTAL BATS - whin through 
lunneis and do lor you If you get 
too close. Drop an object ort them 
and they explode, so use them to get through 
solid walls. 

CRAZY GHOSTS - you'll often find 
masses of these things fluttering 
around in their compounds. Once 
released, you can crush them with falling 
skulls or lure them towards the vine for explo- 
sive effects and nine diamonds tor each 
smashed spook. 

CREEPING VINE - expands all 
over the place, Detonates bats on 
contact and turns ghosts into dia- 
monds. When il runs out ol growing room the 
vine itself turns into diamonds, but be careful 
- let il grow loo big and it'll turn into skulls 
instead! 



CUP CAKE - very tasty and gives 
you an extra life. 
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Thrill to the action as the legend comes to life I 



and the 
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,nnLm of aart™ on WB 



Pick up your trltby and trusty bulhwhlp and don the mantle of the Jegendafy Indiana 
Jones! Prepare yourself For your most dangerous adventure yet -to storm the evil 
Temple of Doom and rescue the imprisoned children and the magical stones of Ssnkara! 

Beware the Foes and hazards that block your way. 
The Thuggee guard; will fight 10 the f nisi- and 
poisonous t cora makes will rise, up in front of you 
You will traverse perilous ledges ride under ground 
railways, and tross the bottomless fiery pit in 
pursuit of your quest! 

Y&u will call on all your reserves of courage, strength 
and skill. Push yourself to the limit, ride your luck 
and the magical stones may just be yours! 
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SCREEN TEST 



HYSTERIA 

Go down in history with Software Projects 



mom 



beckons in this first game 
from Ocean splinter-group 
Speaal FX. Someone's meddling with the dis- 
tant past.altenng history to suit their own 
ends You'll have to go back in, time and stop 
this conspiracy before the present day :s dis- 
rupted. 

Hysterias a conventionaKooking side-on 
view scrolling game. You run along left or 
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right, collecting objects and zapping nasties 
on each, o! The game's three levels your com 
is to collect the pieces or a jigsaw and there- 
by flush out an enormous monster. Do this 
vicious beast m and you're onto the next 
level, somewhere else in history 

You start otf armed only with laser eyes 
the weakest of the weapon types and usable 
onJy at very short range. As you run past the 
classical ruins which form the first level's 
backdrops, you 11 come under lire from stat- 
ues and gaigoyles above you. Leap up, 
shoot the statues with your eyes and they 11 
turn into useful objects for you to collect: 
either lemons. o( which moie in a moment, 
or those jigsaw pieces you need to flush out 
that tog monster. 

While Laser eyes are OK for knocking out 
the statues, they arent really enough 
against the game's many mobile monsters 
They'll deal with skeletons, the most numer- 
ous nasties, but youll need something rather 
more powerful against centaurs, knights in 
armour and the like. Extra weapons are 
available, but you'll need to earn them - 
which is where those temons come in. 

Along the bottom of the screen runs a 
row of five icons, each representing a 
weapon or piece of equipment. An arrow 
above ±o ;cons points to the weapon youre 
currently entitled to select, every time you 
collect a lemon the arrow moves along one 
icon, offering you something that bit more 
powerful. 

Up for grabs here are: laser eyes, the 
default weapon: laser arrows, long range 
bolts with good hitting power: guardian 
force, a small ball of energy that orbits and 
protects you. jet pack, which gives you sus- 
tained flight instead of just leaps, and the 
handy electric tolas, a series of energy balls 
orbiting you like tiny guardian forces. You 
can use some oJ the weapons together but- 
the more powerful ones am out after a while. 



leaving you with laser eyes again. 

Even with this extra equipment, nasties 
pile in so thick and fast that youre bound to 
take some hits Collisions with monsters or 
their projectiles wear down your life energy - 
a disintegrating portrait of your character 
represents this process on screen. You have a 
shield to protect yourself when things really 
hot up. but this too has limited energy and 
you cant use n while you're moving There 
are no lives: run out of life energy and it's 
game over 

The monsters can pour in on you so truck 
and fast that surviving to face the monster at 
the levels end is more a matter of luck than 
skill. Though the levels do get tougher . you 
could probably see all three after a couple of ' 
hours' play if you got lucky Equally you 
might not be able to consistently complete 
the first level after weeks of practice 

Hysteria's certainly an attractive game 
on the C64. and the monster's very striking 
indeed. It's original stuff as well, but the 
gameplay s rather too tough for skill to out- 
weigh luck That and the game's limited size 



Spectrum version 



Lovely parallax scrolling here, and a 
monochrome option 10 avo>d colour clashes. 
Plays like the C64 version, wild the addition of 
worms popping out of the ground: these act 
like lemons if you can catch ttiem' 



Getting Hysterical 




The monster re waled: leap and lire far all four worth, 
and you'll be tough to ihe nexl level. 



- three levels and then you're back on the 
first one with even nastier nasties - make it 
an interesting curiosity rather than an essen- 
tial buy Andy Wilton 



VISUAL EFFECTS 

Smooth parallel and soraw sublte colouring 

AUDIO Illicit 

Yet y lunelul bul only average effects 

IQ. FACTOR llllin 

Very lilNe gc ey mailer required 

FUN FACTOR HAHM 

Frustration really mars the placability 





' r*WI I tmr I Hay I w#« I morir. I v»i 



> t a j r i n f 

Wilh only three levels, the hysteria jusl doesn't last 

ACE RATING 698 





SCREEN TEST 



COMICS 

Cartoon capers from Accolade. 



If f I in onto the pages of a computer 
JUtVtf comic and become Steve Keene. 
the hero of a comic strip m this 30 quid three 
disk romp Use your skill and judgement to 
decide the fate of Steve, and guide him 
toward solvjng the cases of the missing 
Professor and the reproducing iue hydrants 

Comics could best be described as a 
graphic adventure, in thai the screen Is 
composed of comic book style frames each 
with a small piece of animation drawn on 
screen one after the other Once the screen is 




Stripping for pleasure. 

The flistctive comic two* style, The screen is made up of 
several enimaied frames appearing in sequence 



MDrfT fltl0Ul gel ting halt drowned in 
fUffwtf pursuit of first the bad and 
then, when you have it. the opposing teams 
goal Now, thanks to Gremlin, you can play 
water polo without even getting we:. 
Unfortunately., this armchair version has 
problems of its own 

You are first presented with an options 
screen enabling you to choose between one 
or two players and, if you're playing solo 
against the computer, the skill level of the 
opposition. There is also an option to play in 
the championship where you control one of 
four teams fighting for the trophy 

In play the game displays a cross-section 
of the pool in which the action is taking 
place with the members of each team 
represented by the above -water halves oi 
stick-like figures. These sport coloured caps to 
show which team they belong to When the 
ball moves up 01 down the play area the 



RELEASE BOX 

C64/ 1 28 £9 Wcs i u.mk REVIEWED 

No other versions planned 



RELEASE BOX 

C64/12A t».99dk REVIEWED 

Ho other versions planned 



full then it is cleared diagonaJly (rom bottom 
right 10 top left - simulating the turning of a 
page - before starting again At key points in 
the adventure the player has the opportunity 
to alter the plot by selecting either an action 
or a piece o( dialogue when prompted For 
example, near the beaming of the Professor 
caper Steve Keene stands ouiside ihe proffs 
lab in Vienna while an arrow on screen 
flashes between the door and the window 
By moving the joystick or keys until the 
arrow remains on either the dooi or window 
you can decide Steve's method of entry The 
frames that lollow from then on are linked to 
how wise your choice was - much like the 
role-playing paperbacks that are becoming 
more and more popular m which you decide 
upon an action and turn to the appropriate 
page to read the result. 

Shouid you make a bum decision then 
Steve ends up in one of eight arcade games 




Drowning in despair 

The computer getting its team in position Jo score with the 
p. Dyers team looking ces pairing ly on having given up on 
the controls long ago. 



screen smoothly scrolls to show the new 
section of pool while the game referee - a 
rather comical figure ■ runs along the side to 
keep up 

Control of a whole team is obviously 
impossible with only one joystick so water 
polo solves this by giving you control of the 
team member nearest the ball. 

Oi so the instructions claim. In fact, this 
'man nearest the ball' control is the most 
annoying feature of the game and should be 
renamed the 'man who was at one time 
close to the bali but has since seen it earned 



(rather like Frankie Goes To Holly wood ) 
which he has to complete to continue. Sadly, 
these arcade sequences add little to the 
game 

Corracs has a lot of humour and is very 
atmospheric; it's very easy to get the 
impression thai you're actually reading a 
comic. But as an interactive game it's very 
* limited; your choices are tew and far 
between and do not demand anything tike 
enough thought to make it a real challenge. 

Andy Smith 



VISUAL EFFECTS ■■■■■IP 

Each Iran* is very well drawn 

AUDIO ■■■■ 

A senes oi d>fferem tunes thfoughoul the game 

IQ, FACTOR lliiiii 

Not much chance lo get your brain into gear 

FUN FACTOR ■■■■ 

Limited interaction 




1 AW I *>i>ji i day ■ wtwk I morfh I far 

P \ a r lint 



Tedious once Ihe novelty's worn off 

ACE RATING 562 



off in to the distance' control. If two team 
members are close to the ball She control will 
also annoyingly swap back and forth 
between them rendering them both 
practically useless Couple all these features 
together with unresponsive movement and 
a system for throwing the ball that usually 
leaves you flinging it in quite the wrong 
direction and things are looking BAD 

If you want to play water polo go to 
your local swimming pool and not to your 
local softwaje shop. 

Dave Packs* 



VISUAL EFFECTS ■■■■■■■ 

Slink -hue and dull 

AUDIO mmm.mm.mm 

The fldd whistle and 3 little tr&wd noise 

IQ. FACTOR lllllll 

1 in e scope for tactics 

FUN FACTOR llillil 

Too annoying lo be Fun 




i™ I luu 1 cloy In*** lymr 

F i v y Tim* 



Won't hoW anyone's interest To* long 

ACE RATING 375 



WATER POLO 

Splash around the pool with Gremlin 



SCREEN TEST 



BLAZER 



Yet more hideous aliens from NEXUS 



great test of your dexterity and. for the most 
part. luck. 

Graphically Blazer is good with nicely 
shaded backgrounds and well defined 
sprites. Sound too is good, if a little run or the 
mil But despite this there is little to recom- 
mend it above Hades Nebukt 

Dave Packer 



VfinLLU killers, have developed the ulti- 
mate Space fighter. Bla2ei. Your people have 
only one chance.: you must fly over the 
Kkygei construction asteroids, and steal 
Blazer beioie ji 15 used rc cmr.ihLate youi 
entire race 

Blazer is the latest scrolling shcot-em-up 
from Nexus and is very similar to theii tost 
game, Hades Nebula This time though., 
instead of grabbing extra weapon systems to 
increase your fire-power, you actually steal 
any alien ships you pass over. These are 
found on launch pads as you scroll your 
way over the alien landscape with guns 
blazmg while different formations of attack- 
ing craft swoop down from the top of the 
scieen launching everything they've got at 
you. 

There are six types of ship that you may 
control ranging from the Terrain fighter 
through Spit ship. Rotary craft. Shield snip 
and Bolas to Blazer itself, each one with its 
own weaponry and/or defences 

Whatever ship you possess, with the pos- 
sible exception of Blazer, surviving for any 
great length of time ls a very tough task. 




VISUAL EFFECTS 

Hunky sprites. sNck scFgiimg. and aiiradive twckdrops 

AUDIO m 

Jolly deallHteBling music, or choose FX 

IQ, FACTOR 

Don 'I -hinfc - shoot! 

FUN FACTOR mmmmmmm 

Fast, furious, and frustrating 



Wr»n approaching more ships lor stealing, be careful net to 
bfa&l ihem bslore yw grab them; M don't tat up against 
the aliens. 

Some enemy craft attack very fast indeed 
and often you're simply not given enough 
time to leac. before being blasted into a ball 
of flames Surviving even the first level is a 



RELEASE BOX 

C64/12A ftncsmttdk kvifwed 
hz olher versions plonnec 




f i a Y r r m f 

ACE RATING 708 



ON THE TILES 

ODIN/FIREBIRD present the first ever 
cat-em-up 



touch is total. 

Fear not - for kitty can spit a green 
death-dealing substance to despatch his 
foes, though the Kitty-hawk can often 
appear on the screen and kill you before you 
have fime to react. This annoying point aside 
On the Tiles is an enjoyable game with some 
very slinky animation. 

Dave Packer 



/ irr is tough for a cat on the tiles. If 
Ufl you're not being pursued by killer 
bird Kitty-hawk it's the blood-sucking fleas 
and vicious hedgehogs who will finish you, 
so stay alert and tread carefully for you'll 
need all of your nine lives to survive the 
night. 

This :s the first ever cat szmulatiori to hit 
the streets, and a very tough game it ts too. 
The object of On The Tiles is to gain control of 
all the territories in your ne»ghbournocd and 
to do this you must collect all fhe fish-bones 
in the stieel you are prowling. Complete a 
street and it's on to the next for more of the 
same. 

Each street scrolls horizontally past as 
your cat runs, walks and jumps gracefully 
along walls, window sills, over roof tops and 
along the pavement in his bone hunt. Once 
you have completed a street its not always 
obvious where to go to find the next but if 
you can think in a feline fashion youll soon 
discover that nipping through an open gale 
or a hole in the fence provides the answer. 

Kittys life is not all fish-bones and frolics: 
a horde of night -prowling creatures are out to 
make things pretly miserable for him. Fleas 
and frogs drain energy, as does fighting with 



Roof top ramble 




I Sir- PR 



OWL PUJNT& J| 



t NtfflJV 



Kitty bounds along ihe rool top, pursued by |h* Kitty-hawk. 
Grah the Sparrow fat exlra energy and keep an eye on ihe 
pawmenl - there's cr Mure waiting. 

other cots - but you con gain that back by 
grabbing mice and sparrows Nastiest oppo- 
nents are hedgehogs and Kitty-hawk, whose 



VISUAL EFFECTS 

Fantastic puss-imalron and good backgrounds 

AUDIO mm 

Choic* of music ot eilecls - both are good 

I€L FACTOR Ulim 

Remember where you're going and youll b« OK 

FUN FACTOR lllllli 

Lois of action but some annoying features 



■J:H 




RELEASE BOX 

S7Jfail£9Stf( REVIEWED 
No other version! plained 



i " wmmmm 

! nn 1 hOU 



Iniereslmg and absorbing ste^no wil 1 keep, you busy 

ACE RATING 784 



I Aj* I rtftrt I morih 

' J IT I " 



'screen test 



DEATHSTRIKE 



Talented Scramble? derivative? 



SaUMRtE 



of course, is that old chest* 
nut m which you zoom 
through a series of horizontally scrolling cav- 
erns bombing and lazenng everything the 
CPU can throw at you. As you go your fuel 
decreases but oombing a dump will replen- 
ish your supply 

All me levels and enemies are here, 
including the flying saucers, meteors, mis- 
siles and (if you ever get to it) the enemy 
command base, blast this and you get to do 
the whole thing all over again. 



RELEASE BOX 

Atari ST SI4.95dk REVIEWED 

No other versions planned 



Graphicai3y this version is nowhere near 
arcade game standard. The colouis used are 
drab and the scrolling is slightly jeiky. mak- 
ing enemy ground placements look rather 



VISUAL EFFECTS MIIIII 

Poor scrolling and drab colours 

AUDIO IIIIIIl 

Unirrspif ing tune and spot effects 

IQ, FACTOR mm m m mmm 

Just abooi everything 

FUN FACTOR ■■■Hue 

Tw can't completely kill off a good classic game idea 



NTlEHEST 



aii=Bi= 




I mm I lyjiy I [jay | A#oh I TOPh - . ! Y*3f 
F I a y Tim* 

Umnspiring bui curiosity hwps you going lor a bit 

ACE RATING 338 



Zapping the saucers 




blurred. Sound too leaves something to be 
desired - though the spot effects are reason- 
able Deothstnke has one of the worst, most 
repetitive, and most anoying tunes yet heard 
on the ST. Fortunately, it can be switched of 1 
In terms of gameplay it's just about up to 
scratch, with all the frantic zapping and 
bombing ol the original But these days we 
expect more from the ST than a version of a 
very old game which cant even better that 
produced for the BBC four years ago. 

Dave Packer 



X-15 

ALPHA MISSION 

Activision help you combat terrorism 



TFDDl^D/CTC Gie America to 

ftflAvmi/fv ransom and youve been 
assigned to put a stop to their dastardly 
plans. At the controls of the X-15 space- 
plane, you must fly through a total of six 
stages and destroy the orbiting space station 
which the terrorists are using as a hideout 



Swingin' on a star 




Your view of the play area is through a 
centrally placed square around which your 
instruments display information about alti- 



tude, speed, iuel remaining and other 3 light 
parameters Each level of the game puts you 
up against two different enemies (all drawn 
using vector graphics). The first level has you 
fighting to survive attacks from helicopters 
and cruise missiles, and the second has you 
dodging different types of jets. 

A small grid is visible to the left of the 
view window, and this shows how close you 
are jo your deshncrkon. Once you've reached 
a certain point in the game a scrolling mes- 
sage across the top of the screen tells you to 
climb to the next level. Should you receive a 



RELEASE BOX 

C£4/)2S £9.99cs ilJ.Wrt -REVIEWED 

Ma other versions planned 



hit from one of the enemy then your damage 
indicator rises by a certain percentage (that 
varies according to what actually hit you) 
until at 99% you've tailed. 



Control of your plane involves moving a 
cross hair sight around the screen 
Movement is limited to left, right, up and 
down. This is also your sight for finng missiles, 
so aiming at your enemies means you're also 
altering your course to fly straight at them 

The graphics are well drawn in the vec- 
tor style and well animated too. Sound 
effects include the constant roar of your 
engines and explosions 

X-15 :s certainly a playable enough little 
shoot-em up and is good fun while it lasts, 
but its- too easy to provide a long term chal- 
lenge Andy Smith 



VISUAL EFFECTS mmmmmmm 

Well-animaled vector graphics 

AUDIO lllliii 

Atmospheric eti«ls 

IQ. FACTOR lllliii 

Simple ihooi-em-up 

FUN FACTOR lllltii 

Rapidly becomes X-iting 




1 rrvt 1 hw l day i wa#fc 1 montn 
f I g r t l m * 



High flying iniiijHIy, but won comes- down to with 

ACE RATING 493 



SCREEN TEST 



MOON STRIKE 

Shoot the moon with MIRRORSOFT'S mono masterpiece 



I r you thought New Zealand was a land 

I I of sheep rath© than shoot-em-ups. this 
vertical scroller from NZ team Binary 
Innovations just might change your mind. 
The siory so far- mad scientist Humpty Bogus 
has moved on from inventing the digital 
teabag and landscaping the Moon now he's 
going to destroy the Earth. Unless., that is, 
you can blast through the prof's lunar 
detences and bomb his Tachyon Vortex 
super- weapon. 

It you're loading the 128K version you'U 
have to read the inlay loi that, but 48K users 
can catch it as MovieLoad - cm illustrated 
Story which unfolds as the game loads 
Ceve: slutf this, and witty too ■ but then so<. 
the game itself 

At first glance. Moon Strike is nothing 
new You fly up a strip of terrain half a 
screen, wide, shooting airborne nasties and 
bombing static gun -emplacements. Cross- 
hairs a fixed distance in front of your craft 
ad as bomb sights line them up on a 
ground target, puli back on the stick while 
pressing fire and Ihen veer of! to one side - 




Wrecking an end-of-levd fortress: get a bomb riphl in (ha 
:enl'B. or iril saturate you * th h-llels and corrosive gas 

almost everything on the ground fires at 
you. so flying in a straight line is unhealthy. 
Fight your way through a whole level of this 
plus a very nasty fort at the end. and you're 
onto the next level 

So for so Xevious-ish. you might think., 
but graphically the game is full of surprises 
You can buzz the Mona Lisa, dodge !he ilak 
from deadly com -slots and blast the maraud- 
ing light bulb$ (or all your worth. The 




Tough opposition 

If it moves, shoot it If it doesn't move, bomb h! 

scrolling window is all in mono admittedly, 
but the detail and visual flair of the lenain 
are very striking. If the wacky humour of it 
distracts you at crucial moments, well that's 
all part of the fun 

But don't gel the impression that Moon 
Strike's all graphics and gimmicks: there's 
plenty of lasting gameplay too. even if it's 
not so immediately obvious The action's 
quite slow if you re watching over someone's 
shoulder but once you're in the pilot's seat 
you'll find it plenty fast enough. Moon 
Strike's not really about reflexes: it's more 
about weaving through swarms of enemy 
bullets, using ihe tiniest of gaps m fire pat- 
terns to escape certain death - and this can 
get very hairy indeed . 

Though the flying hazards don't appear 
in any particular Jormation. the layout of the 
ground targets is constant Learning the 
game helps your progress a good deal, but 
the earlier stages arent a doddle even when 
you know them well. The forts at the end of 
each level remain a nasty problem, and 
only split-second timing will get you past 
them intact. 



There's no particular element of the 
game that you couldn't find elsewhere - 
graphics and loading sequence to one side - 
but Moon Strike does combine those familiar 
shoot -envup components exceptionally welt. 
Very addictive., witty and nicely judged too 1 

Andy Wilton 



VISUAL EFFECTS Hlllli 

No colour - but ii's well-drawn and witty 

AUDIO IIIIIII 

Beeps on 4SK pleasanl lune on i?6K 

IGl factor ■■ 

Wracks yaw nerves, not yguj train 

FUN FACTOR 

Gripping atult. bu1 tough |»! 





RELEASE BOX 

Spectrum 46k vmc* mem 
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r * mmmmmmmMmmMmmmmm 

1 mm I hot* 1 aay 1 w**t. l month 1 ywy 

Ptayabilhy thai lasts' 

ACE RATING 898 



m 




YOGI BEAR 

Hey Heyney! 
Are you smarter than 
the average bear? You'll 
need to be to get out of this 
one. Boo-8oo'$ been bear-napped 

and must be rescued before 
hibernation time Hunters, mooses, 
vultures, bees, caverns, geysers as well 
as good old Ranger smith are 
determ I ned to stop you! 

Spectrum Commodore Amstrad 
Cassettes £9.95 Discs £14.95 



r 





Berk is back! 
now you can actually 
explore the dark and nasty 
regions for yourself as you try 

to rescue your friend Boni. 
trapped in the murky depths. 
Vlong the way all sorts of creepy 
trers will try to spook you in exciting 
arcade action! 

Dectrum Commodore Amstrad 
Cassette £8.95 Discs £14.95 



FLUNKY 



TheRoyai 
family as they have 
never been seen before! 
This is your chance to work at 
Buck House — as a menial 
manservant Your job is to cater to 
the residents' every whim, but you'll 
need cunning, strong nervesand Quick 
reactions if you are going to avoid a 
nasty end. 

Spectrum Commodore Amstrad 
Cassettes £9,95 Discs £14.95 
coming soon for 
the Atari ST. 




It * 







Mel Chester 
Rovers is under threat 
of closure from greedy 
property developers On the 
eve of a special celebrity match 
organised to save the club, Roy s 
team mysteriously disappears. 
Unless he rescues them he may end 
up facing the opposition alone! 

Spectrum commodore Amstrad 




Megacity is 
being terrorised by the 
Dark Judges — Death 
himself and his cronies Fear 
fire and Mortis. They are 
dedicated to putting an end to Itf e 
itself. As Judge Anderson you stand 
alone. Only your psychic powers and 
blazing gun can save Megacity! 

Spectrum Commodore Amstrad 
Cassettes £9.95 Discs £14.95 





Powerful, 
manoeuvrable and 
deadly, the Gunboat under 
your command carries the 
most lethal waterborn weaponry 
to date Deep in the complex maze 
of fjords and canal systems are your 
targets — huge submarine pens. Your 
mission — to seek and destroy! 

Spectrum commodore Amstrad 
cassettes £8,95 Discs £13.95 




For release schedules, please contact Helen Holland .it the 
address below Piranha games are available from all good 
stockists or. In case of difficulty direct from 
Helen Holland, Piranha, a Lirtfp Essex si r eet WXk 
London WC2R 3FL Tel 01 836 6633 WU~ 




The Ultimate 
Maze Challenge 



There are no random events in XOR 's labyrinthine palace and there is no 
premium on hand-eye coordination. You have all the time in the world to 
workout the precise nature ot the hazards you encounter. Logical 
thinking, strategy and tactual problem solving are all part of the XOR 
experience. And XOR is not simply about finding ^nhitinn^. If \ou uin 
solve the entire puzzle ( I ^ levels plus ( in encrypted anagram > r you ejualifv 
to be a member of the ORDER of XOR. with a certificate and a badge to 
prove it. 




"...this is one of the most compulsive, cunning and 
attractive programs I've seen for some time! .... the 
game is superb - a very classy original twist on the 

basic maze theme" 4+S Computing Trim rd iw j' HHC wiino 




- 15 graded mindbending mazes 

• Each maze approximately 15 screens 

- Super smooth high speed scrolling 
- 1 ligh resolution quality graphics 

- High speed or step-bv-step replay 
■ Intriguing logical problems 

- Interactive dynamic puzzles 



Commodore 64 



Spectrum 
Amstrad 

BBC 



Disk 

Cassette 
Cassette 
Disk 
Cassette 

n^k 
Cassette 




XOR I Signer - Available for BBC 
and Commodore computers. 




U>gottvH Gum-on ten: 

AH orders dfepatcfied within 5 dau< ot 

receipt of order. 

faulty softtoarc will Iv replaced 
immedifitely* 

Postage and Packaging Free. 




ikOXJ RECRFATIONAI. PSOPVCTS. IVAI.FS BRF^T'O CUYOIKsTKH I t WHWXW C8 



SCREEN TEST 



REVENGE II 

Mastertronic's MAD range gives birth 
to mutant camels. 



legend Jef f Min- 
tei turned the 
games market in;o his own private zoo a few 
years back with games tike Attack of the 
Mutant Camels. Sheep in Space, and 
Mama Uama Now.. just when you thought it 
was safe 10 tip-toe back into the menagerie, 
hes back - at budget pnce 

Back too is the evil Empire ot Zzyax and 
peace-loving Earthlings have only one hope 
- the 90ft tall neutronium-shjelded. lazer-spit- 
ting, death<lealing Me^aCamels ot whis- 
pered legend 

Revenge 17 (o)lows the anginal quite 
closely in its game-play but has a number of 
new Jeatu:es thrown in and. o( course. 100 
new attack waves to sharpen your reflexes 
on. Your cau-el walks rjght along a horizon- 
tally-scrolling landscape blasting a whole 
host of strange and often amusing looking 
aliens. You must survive this onslaught until 




Yak Attack! 

V'cur flying mutam carrel deals deal". 10 ^pmg yaks with 
his newly-acquired mtg^buliets - but thsw's still tiye kilo- 
meters 10 go belore you can relax. There's, a special g rid 
map in ihe program thai enables you 1a choose your path 
through the ditferinl attach wives, 

you have traveled the seven kilometers to 
the end of the wave and. though this only 
acts as a time limit, it's no small '.ask when 
you have large groups of formation jumping 
Yaks attempting to bounce your camel to a 
pulp 

If you do make it to the end ot a wave 
with any strength let:, your camel is granted 



a number of credits (the more stiength left, 
the more credits you get) Credits are used to 
buy new weapons, armour or even an extra 
beasne. The iaw of supply and demand 
applies, however - each time you buy an 
item its price increases, so be caietui how 
often you make use of different offerings 

Which weapons you select and how you 
approach each wave is very important and 
often requires considerable thought, adding 
an interesting angle to the zap-em-up theme 
£2.99 for a slice o! history, even a re-humped 
slice, is going to be very difficult to refuse. 

Dave Packer 



RELEASE BOX 

CM/ 123 mm REVIEWED 

No other versions planned a1 present 



VISUAL EFFECTS 

Attractive colouring but often crudely defined 

AUDIO ■ 

Peasant lune lp"s of noises., bul nothing speciar 

IQ. FACTOR ■■■■in 

Some wave weapon combinations require brain strain 

FUN FACTOR ■■■■& mm 

Very amusing in parts bul alien frustrating 




1 n* 1 rw 1 r.-iy I <ir»k i mor* I y»tn 



Fasi varied action will keep ym al the fc*ybo*rd 

ACE RATING 750 



SUNBURST 

HEWSON*S sunny shoot-em-up 



KOI AD s V 5tems are big things you 
vV/L/m know, so when they start form- 
ing all over the galaxy then someone 
notices When they start threatening the exis- 
tence of OUR solar system then someone's 
gotta put a stop to them and that's where 
you comem. 

In yam space ship (viewed from above] 
you fly over alien rock formations and gath- 
er enough energy to destroy the large sun 
that ts on each level Gathering energy 
involves shooting the aliens that come 
swarming out ot the black holes scattered 
around the rock formations Shooting the cor- 
rect alien results Ln a small energy bubble 
being left behind that sits quietly and 
decomposes in ten seconds.: fly over the tufc~ 
isle and a small gauge at the base of the 
scieen rises toward the positive sign When 
enough energy has been collected the 




Getting hot and bothered. 

Aliens are a mixed bunch; some are Id be avoided at all 
coils whilst tuners ant positively helpful. Gain enough 
energy from the eorrecl alien tyos and H's time lo head for 
DM sun. 

gauge changes and you cam fly into the sun 
to complete the level 

Othei aliens are not so he-p(ul. some will 
teleport you around the level, whereas others 
will complicate matters by pinching your 
stoied energy A certain alien type will ren- 
der you invulnetabte for a short space of 
time and so you must try and bump into 
these instead cf shooting them 

Gameplay is tough to start with * your 



ship is continuatly moving as you steer it 
ceound the screen, and this takes a little get- 
ting used to The graphics are very nice, with 
the backgrounds varying tor each level and 
the aliens well animated. A title tune plays 
at the start and the effects are good, tf a little 
sparse. Overall. Sunbwsts a neat game that 
is fun to play once you've mastered the con- 
trol technique. 

Andy Smith 



RELEASE BOX 

CM/121 J2.99C5 REVIEWED 

No othet versions planned 



VISUAL EFFECTS lllliii 

CotourlLrl and va-ied backgrounds 

AUDIO 

Springy title tune and nice spot FX 

IQ. FACTOR ■■illll 

Not a brain-leaser 

FUN FACTOR mmmwmmm 

OK once you're mastered the controls 




I 



I bey I mt I I 
P J a y Tun ) 



Thin, on gameplay. bul fun while i{ lasts. 

ACE RATING 542 



SCREEN TEST UPDATES 



If you're on the fook-out for conversions for YOUR machine, look 
no further. The ACE Updates Pages give you an up-to-the-minute 
report on which games are coming on-lfne for your micro, 
together with brief detaifs of the quality of the conversion pro- 
cess and ratings lor the game. Check it out here before you dig 
into your purse... 





SOLOMON'S KEY 

U.S.Gold £8.99 cs 

An enjoyable encode strategy game that 
was great fun on the Amstrad. The Spectrum 
version is just as playable, and every bit as 
addictive Not quite as colourful as the 
Amstrad version but still an entertaining 
game. 

*» ACE RATING 755 



RENEGADE 

Imagine £7,95 cs 

Amstrad ver&ion reviewed Issue 1 - ACE 

Rating 847 

This al)<jction conversion has identical 
garneplay to the Amstrad - and that means 
it's pietty hot stuff. Graphics are very good 
and the colour is very well used. Keyboard 
response is a bit on the slow side but poses 
no major problems. If you liked the look oi 
the Amstrad version then you should be 
happy with the Spectrum conversion - as 
long as you can cope with the violence 



ACE RATING 845 




TAI-PAN 

Ocean £7.95 cs 

ST version reviewed Issue I - ACE Raring 697 

You cant expect ST graphics on the 
Spectrum but you can expect good game 
play - and that's just what you get with this 
version of Tai-Pan.The graphical thrills and 
time wasters have been taken out leaving 
space for a very enjoyable trading/strategy 
game. 

; ACE RATING 755 



C64/128 

RENEGADE 

Imagine £8.95 cs, £14.95 dk 

Amstrad version reviewed l$&ue 1 - ACE 
Eating Ml 

Renegade on 'the C64 is not as exerting or as 
polished as on other machines Only having 
four spntes on the screen at any one time 
means you lose the sense that you're fighting 
against huge odds. The graphics themselves 
are poor - and what is a good" game on 
other machines becomes very average on 
the CM 




ACE RATING 500 



SOLOMONS KEY 

US Gold £9.99 cs, £14,99 dk 

Solomon's Key hasn't lost anything in the 
conversion :o (A. The game plays slightly 
Wat though the graphics aren't quite up to 
the Amstrad's standard. A good all round 
conversion 

ARMAGGEDDON MAN 

Martech £12.95 cs. £13.95 dk 

Spectrum version reviewed Issue 1 - ACE 
Rating 793 

This C64 version of Martech's strategy game 
is an improvement on other versions, 
largely because a launty tune now plays 
throughout the game The graphics, too. 
have been enhanced 

ACE RATING 810 




ARMAGGEDDON MAN 

Martech £12.95 cs, £19.95 dk 
Spectrum version reviewed Issue 1 - ACE 
Rating 79Z 

Identical in gameplay to the Spectrum ver- 
sion: A little more colouriuL ori the Amstrad 
but not especially so The seasoned Amstrad 
strategist will enjoy this struggle to stop the 
world blowing up: the dabbler in strategy 
games would do better to steer clear 



ACE RATING 793 



XOR 

Logotron £9.95 cs. £14.95 dk 
Spectrum version reviewed Issue 1 - ACE 
Eating 927 

A real brain-bender on the Spectrum and 
the Amstiad version is just the same The 
game plays identically on the Amstrad - the 
puzzles cere just as fiendish 

ACE RATING 927 



SURVIVOR 

U S Gold £9.99 cs £14.95 dk 
Spectrum version reviewed Issue 1 - ACE 
Rating 604 




Animation is also poor, Gameplay is !he 
same* as for the Spectrum being just as 
demanding when it comes to correct posi- 
tioning, ior jumping etc. But Surrivoi doesn't 
get any better on the Amstrad 

• ACE RATING 570 




KARATE KID 2 

Microdeal £24.95 dk 

The second conversion oi an old ST game but 
this lime things have been altered to a 
greater extent, there are b".s mere backdrops 
and the joe-chopping bonus screen ciops up 
a lot more often Otherwise it's the same 
choppin", kckin' action against pretty back- 
grounds. 



ACE RATING 720 




SCREEN TEST UPDATES 



GOLDRUNNER 

Microdeal £24.95dk 

The ST shoot-em-up tonally hits the Amiga. 
Joystick control has. ior some unknown rea- 
son, been dropped so it's mouse only but 
Other than this the two versions are almost 
identical though speech and music have 
been slightly improved Still a very demand- 
ing blast with exceUent graphics - shame it 
sends you back to the start of !he stage every 
time you die 



ACE RATING 720 




BARBARIAN 

Palace Software £14.99dk 

A disappointing conversion of the chop and 
slash shocker, with graphics little improved 
tram the Amstrad and C64 versions. Some 
very good digitised sound effects have been 
included but the animation looks jerky and 
isn't really what we expect ol an ST game 

; ACE RATING 640 




Not veiy pretty to look at. the graphics are 
colourful but the screen looks very messy 




^ S ACE 



SCREEN TEST SHORTS 



RAPID FIRE 

Blow em away with 
MASTER TRON IC 



Rapid fire is played using joy- 
stick, only over six levels of 
increasing difficulty The back- 
ground scrolls from Left to right 
with your character staying cen- 
tre-saeen as you move through 
a warehouse dealing death and 
loiling the bank -busting ambi- 
Sions of a bunch of computer-lit- 
erate crooks - achieved by blast- 
ing 'plasma computers" a: :he 
end of each level and the cen- 
Eral power electrode' crt the end 
of the game You have five lives, 
a machine gun. and a limitless 



VISUAL EFFECTS 
AUDIO 
IQ. FACTOR 
FUN FACTOR 




F A a j r i id i 

Flapd Fin Rapt* Fnl jtl 

ACE RATING 543 





RELEASE BOX 




CW-128 


t ttJta 




Spec hum 


| 1239a 


EVfttFP 




Otfiw veiyans -xde cried 





supply of ammunition to expend 
in the restoration of law and 
cider 

Smooth animation and 
scrolling do not compensate for 
popriy drawn sprites and drab 
backgrounds, though the sound 
makes a brave attempt to raise 
the game out oS the ordinary 
wittr good effects and a lively 
I -j no A reasonable budget 
game, but don'? expect much in 
the lasting interest stakes. 

Andy Smith 



Spectrum Version 



Poor garneplay. worse graphics, 
dire eflecis make this a big no-no. 



OCEAN 
CONQUEROR 

Aquatic antics from 
HEWSON 

Set onboard a submarine and 
armed with anti-ship missiles 
and torpedoes you must destroy 
a number of enemy freighters 
and destroyers within a time 
limit. 

Your screen is divided hori- 
zontally with the bottom halt 
containing all your neccessaiy 
instruments and '.be top hall 
taken up with your periscope 
view o{ the surrounding ocean. 
This top view can be switched to 
a map of the game area at any 
time Should you submerge - 
even just to a depth of one foot - 
then your periscope view disap- 
pears and is replaced by the 
map until you re-surface this is 











nil li'lil" ■ 

0 


Mil 


m. 





probably the most annoying 
part of the whole game because 
in order to make an effective 
strike against an enemy vessel 
you need to be on the surface - 
which takes away the whole 
advantage of being in a subma- 
rine, i.e the ability to strike 
unobserved 

The screen is well designed 
and ooioujtul and the majority 
of the wire frame graphics are 
fine, All the simulation elements 
are there, but it's a pity about 
the periscope problem 

AAdy Smith 



PR LEASE BOX 

SptClTUffl REVIEWED 



VISUAL EFFECTS ■■■«■■■ 
AUDIO ■■■■■■■ 
IQ. FACTOR 
FUN FACTOR tl 




I h W i *m i 
Piny r 



AIIWM ihSlirt v InrcHUblr- 

ACE RATING 387 



DRAUGHTS 
GENIUS 

1 lewson get into the 
board-game RACK-IT 

IF draughts is you: game then 
give Draughts Genius a go You 
face Albert Einstein across the 
old chequered board and if he 
starts to win he gets veiy smug 
indeed. 

Genius gives good, strong 
opposition on its higher levels 
'hough it's by no means unbeat- 
able The amusing graphics add 

Albert s Game 

You may be having an interesting game hul 
think about ycur move ten long and 
Einstein Fall i asle*p. 



to the interest But wasn't Albert 
more of a chess fan? 

Dave Packer 



RELEASE BOX 

Spectrum E19ta 



VISUAL EFFECTS ■■■■«■■ 
AUDIO 
IQ, FACTOR ■■■■■«* 
FUN FACTOR ■■■■«■« 
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EBEST 








CURVE 




















Net rvjlalillj- appealing, but. some lashng inltvtsl 

ACE RATING 493 




Shekhana Computer Services 



ORDER BY ACCESS + VISA CREDIT,HOTLIN 
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HOT FROM THE ARCADES, FLYING SHARK IS 
THE ULTIMATE SHOOT-EM-UP FROM TAITO. 
BOMB AND BLAST YOUR WAY INTO 
ARCADE HISTORY. 

Spectrum £7.95 Commodore & Amstrad £8 95 (£12 95 & £14.95 d) Atari ST £19.95 

f~Y^' published mir rim nircn set iwa«if a division at British -i lecum pic hh£1 tLQQR, 64-?« NEW Oxford ST. LONDON WC1A ips 



BUYERS GUIDE 



30 top gomes from then and now 





The budget market's a jungle; 
wander in there and your pocket 
can get torn to pieces by games 
that don't deliver anything but a 
bill. But if you hunt in the right 
way you can pick up some real 
prizes, especially games that 
once were full-price Kings of the 
Jungle, but can now be bagged 
for bargain budget prices. 
Decathlon, Bouiderdash, 
Dropzone; at less than three quid 
can you afford not to sniff them 
out? To guide you through the 
thick undergrowth of budget ACE 
brings you the lowdown on 30 top 
games - half of them programs 
you'd once have paid as m a.l 

fortune for. 



AMAUROTE 

Mo$tertronic 



Sped rum 
C64 

Amstrad 



£2.99cc 
£2.99 cs 
£2,99 cs 




A$ an officer in the Royal Army of 
Arnaurote it's your job to fid the city 
of ihe recent insect invasion. Climb 
into your Arachnus and stomp 
around the 55 sectors of the city 
destroying: the queen and any 
remaining insects in each sector, 
The stunning graphics and smooth 
animation combine to make 
Amauroie a fantastic toofong game 
that is also addictive and a joy lo 
play 

AZTEC CHALLENGE 

Jbp Jen 

C64 £1.99 

The prosper of being the next 
human sacrifice to !he Aziec sun 
goes is not very appealing, which 
explains why you're constantly on 




the run in this 7 screen Commodore 
classic. Dodge spears, tumbling 
boulders and miscellaneous falling 
objects as you try to escape a gnsly 
death Although il does look a trifle 
dated the gamepiay is still pretty 
compelling and there's also an 

excellent throbbing soundtrack. 

BMX SIMULATOR 

Codemasters 



Spectrum 
Amstrad 



£1.99 cs 
£1.9 9 cs 
£1.99 cs 



BMX Simulator puts you on the 
saddle in a race against either the 
computer or a friend. You both ride 
simultaneously and must complete 
a set number of laps within the time 
aimit. All the bumps and burrns 
affect your bike realistically and 
there are seven different tracks to 
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race over making this an addictive 
and enjoyable game ttiat is great 
fun to play. 

BOULDERDASH 

Prism Leisure Corporation 

Spectrum £2.99 cs 
CM £2 99cs 
Amstrad £2.99 cs 

A game that has everything - 
instant addiction, long-term 
challenge, frenetic excitement as 
the clock ticks down and extremely 
tricky puzzles. You have to collect 
jewels buried in caverns, digging 
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LEAGUE CUP 
HAT TRICK 



44 




HOME WIN 



WORLD CU 



the best romm^&er.&wi you cakbuy 



"Hi Gary here. Let me tell you about my greet new board game, I bet you all dream of 
being footballer of the year, well no w*s your chance. You can live the 
real world of football league suffering the pain and 
tasting the glory, storting at the bottom 
and becoming a legend ....... a WM 




BUYERS' GUIDE 



away boulders and earth to get at 
:nem Boulders can drop and cause 
you serious damage, while the 
jewels are oflen hidden by 
seemingly impenetrable walls. 
Complex, yet great tun, 
Sou/oWasfris a classic you car'! 
afford to mi 5 s oul on in its budget 
reincarnation. ▼ 



DECATHLON 

Firebird 



Spectrum 
C64 

Amstrad 



£1.99 CS 
£1.99 CS 
£1.99 CS 



Rur. jump and throw your way lo 
gold m the micro version of the 
Track & Field test, An awful lot of 
waggling is involved and U s 




CLASSIC MUNCHER 

Bubbie Bus 



Spectrum 
Amstrad 



£1.09 cs 
E1.M cs 



probably worth wearing a Iracksuit 
if you're into some serious 
compel»tion. Make sura you've gol a 
tough joy slick too: 'waggling' takes 
an awful lot out of them. 



Not much lo say aboul this except 
that ifs an excellent Pac-man clone 




C64 



DROPZONE 

Us Gold/Americana 

£2.99 cs 



The ultimate Defender clone 
accompanied by graphics as 
smoolh and sweet as they're fast. 



Vour task as the jet-packing 
spaceman is to rescue the poor 
humanoids from the unwelcome 
attention of alien invaders, and Ihen 
leave at your Dropzone. Fast and 
furious action. 



C64 

Amstrad 
Spectrum 



FEUD 

£1 99 cs 
£1.99 cs 
£1,99 cs 



Two greal wizards clasn m a battle 
of magic. You play Learic while the 
computer assumes Ihe shape of 
Leanoric. your brother and riva* m 
magic. Rush around Ihe land 
collecting herbs to brew spells >\ <.y 
zip oft to find Learcoric and blast him 
with everything you've got. Careful 
though - he's got much the same 
thmg in m<nd. ▼ 




Amstrad 



FLYSPY 

Ma$t$rtronic 

£1.99 cs 



An evil genius has built a super 
computer and is using il to close 
down large sections of the national 
power grid. You have been shrunk ▼ 



and placed inside a small helicopter 
so thai you can infiltrate the 
computer's innards This ercaoe 
adenture has brilliant graphics, 
plenty of puzzles and even a 
Centipede clone sub-game built in 
tor good measure. Fly around the 
colourful computer complex urn I 
you find all you need to Wow it all 
sky high with the N-bornb, 

FORBIDDEN 
FOREST 

Top Ten 



C64 



£1.99 cs 



Atmospheric and exciting, 
Forbidden Forest takes you on a 
quest to destroy the evil 
Demogorigo.ni in a. dark and 
inlimidating jungle. Armed only with 
a bow and arrow you have to take ▼ 




on giant spiders, enormous bumble 
bees, fat frogs and a host of other 
naslfes until you get to !he 
Demogorgon. Day turns to night as 
your journey goes on, accompanied 
by a brilliant musical score. 
Gameplay and graphics may seem 
a little ancieni these days (the game 
is aboul four years old) but it's still 
one of the most atmosphere pieces 
ot software around. 



and not many games have maiched 
mat tor excitement and 
addictive ress. 



CRAZY COMETS 

Mastertronic 

C64 £1.99 cs 



That old arcaoe classic Mad 
Planets Nits the 64 in style with 
Crazy Comets, originally released at 
full-price by Martech, The Universe 
is going mad, new planets are 
forming then spinning out of conirol 
through the cosmos, They must be 
destroyed - guess who's been 
given the task. It's all frantic action 
as you race around the screen 
bFasting the huge planets and fiery 
comets all to the accompaniment of 
one of the best over Rob Hubbard 
sound tracks. 




S "1 ACE 



BUYERS' GUIDE 



GRAND PRIX 

SIMULATOR 

Code Masters 



Spectrum 
Arnstrad 



£ 1 99 cs 
£1.99 cs 



This is a car racing game where Ihe 
entire track is seen f ram overhead 
You and a tnend race against ihe 
computer's grey car avoiding oil 




Spectrum 
C&4 



l P BALL 

Firebird 

£1.99 cs 
£1.99 cs 



A vertically scrolling shoct-em-up in 
which youf mission is 1o rescue your 
pals who have been kidnapped by 



patches and grabbing the bonus 
lokens that appear on the track as 
you skid rour*d the bends al break- 
neck speed Very last, very 
competeiive arid great value. Will 
be interesting to see how the micro 
conversion of the Alan com -op 
Super Sprint compass 



HARVEY 

HEADBANGER 

Firebird 




the totally evil Terry Ball. As a ball 
yourself, armed with a small front 
tiring gun, rescuing your buddies 
coufd prove tough but there are 
loads of extra weapons you can 
pick up on ihe way to help such as 
smart bombs or the awesome 
Rainbow Ripple laser, which as 
every good baH knows i s not to be 
Infled with. 



Arnstrad 
C64 

Spectrum 



£1 99 cs 
£1 .99 cs 
£1 .99 cs 



Sleer the cuie spherical Harvey 
around Ihe playing area, swinging 



C64 



K IK START 

Masterironic 

£1.99 cs 



You've seen the TV program - now 
play the game, In this motor-bike 
simulation you must balance and 
jump your way over a whole hosl of 
obstacles including barrels, 
telephone? boxes, ramps, logs and 
busses in a race against the clock. 



SCORE 



i 3 




or lEO 

J= 



hand over hand as he paints (be 
background blue. Surround the 
eppes ng Han sh win b ue paint lo 
defeat bint, or just surround an area 
of his colour {red) to make cocktails. 
Drink up, crash into Hamish and 
surround him while he's still dizzy - 
before he does the same 10 you 
You'll need to think like a 
grandmaster and drink like a fish to 
beat ihe computer's toe graded 
Hamishes, and Ihere's a two- player 
option as well. 



Kikstart has eight different levels 
and split- screen scrolling action . A 
great test of skilr r precision and 
timing for those who like lo get on a 
bike and gel that engine revving. 




CG4 



LAZER FORCE 

C&de Masters 

£1.99 cs 



A brilliant scrolling arcade shoot- 
em-up. With elements taken from 
such great arcade classics as 
Salamander, Cwttpode ami Moon 
Cresta this game has enough fast 
blasting to keep any ardent games 
player happy. La2er Force has 32 



MISSION 
GENOCIDE 

Firebird 



Arnstrad 



£1.99cs 




Some of Ihe smoothest vc: ral 
scrolling you'll ever see on the 
Arnstrad. Mission Genocide has all 
the elements ol the recent shoot- 
em -ups including extra weapon and 
shields collection and a hosl of 
different aliens, With twelve levels 



different levels each containing four 
sections including a docking 
sequence, a millipede shoot, a race 
against the clock through a twisting 
corridor and the main scrolling blasl 
em screen in which even the 
scenery atlacks you. 




of cdourfui zapping and bombing 
action lo work your way through this 
is a game thai will keep your finger 
on the trigger for a long time to 
come. 



MAGIC KNIGHT TRILOGY 

(Spellbound, Knight Tyme, Storm Bfinger) 

Mastertronic 



A mstrad £2.39 cs each 
Spectru m £5 99 cs each 
C64 £2.99 cs 

(Spellbound only) 

This trilogy is a series of menu- 
driven a/cade adventurest which, 
as we: I as containing all the 
running around and jumping you'd 
ex pec!, have a complex sysiem of 
interaction between characters. In 
Spefl&ou/?d you"must rescue 
Gimbal the Wizard from the 
fearsome Castle ol Kam; in 



Knight Tyme you must find a way 
bact<; through time after being 
catapulted in to the 25th century; 
while in the final pan, Storm 
Srfrtger, we discover that the 
magic knight has been split in two 
on his I ravels - one pan is good 1 , 
the other evil. You canl kill 
yourself, so the only solution is to 
merge the two. But how? Lots of 
action, plenty of thoughi and 
excellent graphics make all three 
winners. 




BUYERS' QU1DE 




Spectrum 
C64 

Amstrad 



MOTOS 

Mastertronic 

E2.99 Cs 
£2.99 cs 
£2.99 cs 



Aliens are Invading our star-base 
and the only way of getting nrj of 
them is to use your small craft 1o 
knock them off Ihe edge. Bui be 
careful - ihey don't like being 
pushed arojr d ;inn if you rake one 
false move rt will be you who's sent 
tumbling off in lo deep space. Grab 
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energy pods for e*tra bump power 
amd wings to lei you jump any gaps 
on ihe base's surface and get 
bashing ihose aliens. 

ISO 

Mastertronic 



C64 

Amslrad 
Spectrum 



£2,99 cs 
£2.99cs 
£2.99 cs 



The definitive computer darts game. 
If you mus1 play arrows on your 
micro then ibis is the one to gel 1 80 
plays against an asscrtrieni o J toes 
or agam$t a friend if the 
championship game you begin in 
Ihe quarter finals and have to beat 
tow computer-controlled players 
before facing Jammy Jim the world 
champion who youli need all your 
Skill to defeat. If you gel bored 
playing ihe computer or friend ihen 
you can try the race around the 
board against the clock option. Hii 
each number from 1 lo 20 in 
sequence before your time reaches 
zero io win. Raise your pin! and get 
your belly on the oche. 



REBELSTAR 

Firebird 



Spectrum 
C64 

Amstrad 



£1.99 cs 
£1.99 cs 
Ct.99 cs 



Originally released by Red Shift 
under (he title Rebelstar Raiders. 
Firebird bought the game and 
improved il in several ways before 
releasing it as Rebel$ter. A skirmish 
wargame tor one or two players that 




prisoners and wipes out your 
raiders at every opportunity. B-cnk 
into Moonbase Delta and attempt to 
destroy the Isaac computer which is 
at ihe heart of ihe complex. 

REVENGE OF THE 
MUTANT CAMELS 

Mastertronic 

C64 CI ,S9cs 

It's mem again, ihose huge lairy 



humped beasls on their scrolling 
crusade lo pui an end to the evil 
Emipre of Zzya* for ever. Blasi the 
hordes of zany aliens through 55 
waves of non-stop action as your 
camel walks and bounces his way 
along each 7km strelch ol Minler 
madness. The game sirll seems 
very wacky indeed, even after all 
these years. See also our review of 
Revenge 2 in this very issue. 



RASTERSCAN 

M3&1t}rirQn}c 



is incedioly easy to olay and 
exlremeiy difficult lowin. The 
computer opponent takes no 



Spectrum i]1 99 cs 
C64 £1.99 cs 

Amstrad £1.99 cs 
Rasterscan is sel on board a 
cnpDled spaceship and you controf 
a spherical Orpid w^h a corrupt 
memory You must roam ihe ship 
and repair ihe broken fuel pipes 



before re- starting the engines and 
steering the ship away from the star 
for which it's heading. Some 
wonderful digitised graphics and 
lois of logical puzzles make ihis an 
enioyabie game thai is very tough 
to solve. 





BUYERS' GUIDE 



WIZARD'S LAIR 

Bubble Bus 



RUN FOR GOLD 

Alternative 

Amsirad £1,99 cs 
C64 £1.99cs 
Spectrum £1,99 cs 

Excellent non- waggling racing care 
n which you can have a crack at 
400, 600, or 1500 metre races, The 
graphics are unusually clear and a 
fair amouni of skill is needed Co do 
well - especially since (tie runners 
are very high class, spoiling almost 
household names such as S. 
Ebesco. Thnli as you make it from 
{rack rooky to crack athlete lo 
tough of the irack and - possibly - 
world record holder. 




THINK ! 

Firebird 

Spectrum £i 95 cs 
C64 El. 99 cs 

Amsirad £1 99 cs 

Anoiasoft ongnal.y released Think! 
at full price bui 11 is now available 
from Firebird at a fraction of Ihe 
cosl. Think! is a horribly addictive 
game that is played on a 6 * 6 grid 




m which you play against ihe 
compiler or a friend and attempt to 
connect four counters, either 
horizontally, vertically or diagonally. 
A compelling puzzle that 
incorporates many additional 
teal u res arid skill levels. 

WARHAWK 

Firebird 

C64 £199 OS 

Snappy vertically scroll rg snoal 
em-up in which you fly through ihe 
Asteroid belt destroying enemy 
Dases while tending off ihe as-sauit 
of hordes of alien spacecraft. As the 
metallic- looking alien base scrolls 
befow you blow huge holes in its 
surface with rapid-firing Jasers while 
under attack from all mariner of 



ships raining down from Ihe top of 

ihe screerii. 

WARLORD 

Interceptor Software 

Spectrum £1.99 cs 
C64 £1.99 cs 

Amsirad £1.39cs 

A graphics and text adventure that 
first appeared at full price and is 
now a bargain as a budgel game. 
You and a Roman soltfiar were 



THRUST 

Firebird 

C64 £1.39 cs 

Amstrad £1,99 cs 
Spectrum £1.99 cs 



G64 £1.99 cs 

Spectrum £1.99 cs 
Amsirad £ 199cs 

Massive - 256 room - arcade 
advenlure with much mayhem and 
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Send your small spaceship into the 
cavernous depths of ihe empire's 
storage planets to steal (heir 
Klystron pods. You must exercise 
precise control to resist Ihe effec!s 
of inertia and gravity if you're to 
even reach the pod. bui when you 



many objects 10 collect It may be a 
bit too franircfor some, but it you like 
a big puzzle wrth lots of action this 
one-time full price game is well 
worth a gander. 



j. 



have it on your tow bar things 
become hell The pod is heavier 
than your ship and one false move 
will have it swinging out of control; 
touch ihe walls and you're dead. 
Add all the other obstacles and 
you've got one hell ol a game. 






transported back in lime and you 
must race against him in an attempt 
to relurn to your own time. Warlord 
boasts some wonderful graphics 
and plenty ol atmosphere and air 
the puzzles can be worked oul 
logically. An adventure game that is 
suitable for beginners and experts 
alike 









This is SEGA - the powerful new 
video games system designed 
specially for the home and the 
whole family. It's compact and easy 
to assemble, and the high 
technology gives you sharp video 
images, vibrant colour and 
realistic sound! 





LOOK 
HOW MUCH 
SEGA GIVES YOU 

With Sega, you get a complete, 
ready-to-use system. All you need 
is a TV! The package includes 



games console 
(to run a card or cartridge), 
a FREE copy of the hit arcade game 
"Hang On M j 2 control pads, a TV 
aerial fixture to let vou watch TV 
even when the console's still 
connected as well as a fitted 
3-pin plug and a special mystery 
game built-in and ready 
for you to find! 

GAMES! 

I GAMES! GAMES! 

^ Sports action, exciting 
thrillers and great arcade 
hits - there's a feast of fun covering 




Choplifter^ I fWorid Grand Prii I | Super Tennis^ 1 I Space Hairier^ 



256k cards! And Sega has 
1 megabyte and huge 2 megabyte 
cartridges to take the 40 new titles 
coming your way later this year 
including smash hits Out Run, 
Space Harrier and many more. 

SEGA GIVES YOU ALL 
THIS FOR JUST £99 ( 95j 





LIGHT PHASER 

Take aim and 
fire at your targets 
with ease - and stunning realism! 

3-D VISOR GLASSES 

Get more out of your game - 

More force, more action and more 
amazing 3-D realism! 





F16 Falcon® 
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dventure through a complex and colourful Oriental world of magic, mysticism and intrigue. 

Moebius - f abied deity of the island Kingdom of K hantun - has chosen you , 
his disciple, to reclaim the stolen Orb of Celestial Harmony from the 
renegade wartord. 

Featuring superbly animated martial arts and sword-fighting combat, 
Moebius is far better than other Far Eastern adventures. Strategically 
and tactically more challenging, thisodyssey 
takes you through the realms of Earth, Water. 
Air and Fire. The dynamic playfield changes 
constantly as you travel across 26 terrain types, 
encountering earthquakes, raqkslades, heavy rains and heat waves. 
Graphics are top-notch and you can communicate with alt the townspeople. 
There are 2 distinct magic systems, mixed can bat modes and a fearsome 
array of enemies. 

Strategy, planning and quick thinking are essential to reach the final 
confrontation in this engaging and unique fantasy. 

Moebius fills both sides of two disks and is available 

i Atari 5T and Apple. 
,9&. 





Amiga 



Prices from 
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ADVENTURE 




This month the Pilgrim 
keeps you up to date with 
the first of many instal- 
ments of The Traveller's 
Times; introduces The 
White Wizard - an old 
friend from Personal Com- 
puter Games magazine; 
checks out Maniac 
Mansions from 
Activision. Lucasfilms; 
takes you by the hand 
through Hitchhikers*; 
and.. .well, you get the pic- 
ture don't you? What more 
could you want except a 
rod and staff of your own? 




ingnd Bdhlomlow. Level 9i new managing director and 
ttftf of their latest gam*. Gnome Ranger. The Pilg- atl&mpl- 
ed to gel a quoit from tor, but was lokl she was 'una vtM- 
iblt for caaiirwnt'. Apparently she is now a very bury per- 
son, especially a* arte has been voled 'Hiss Orcrwrdaftre', 
Stand by tor an Interview nrllh Ingrid in iwrt mon!h"a col- 
umn, logelher with esclusiw details of what aha REALLY 

thinks o1 the Austins. 



The Traveller's Times 



Edited by: The Pilgrim 



kworary Editor; The White Wizard Published by: Far-Fuiure Publishing 
Price: Hree vurh v. cry fi>p\ of ACE 



Level 9 Go It A-gnome 

Gname ftpnger, Level Tt latttl game. marks the ralum 
01 1he eennpaity to irtdftpendeirt publishing. For the 1i rs-1 
'.imp since The Prkx o1 Mac it, the ftonourarrte AuflJnt - 
Britain's oldest and besi-e;labllflted ItfvtnlUrt family - 
are producing a game under their own label. Wtiafi 
i^v-ir it promises lei be one Df 1heir most ambitious pro- 
grama vet. 

Gnome fianoer stois 
Ingnd Boflomlow. who 
must slruggle heme 
Ihraugh upwards of 200 
laooiicns w,1& Jext Py Ihe 
Austins and Paler 
McHride od Jfn*g-hr Oic 
mfarr.y alter being tele- 
ported ty o laully setril 
The game lolls into 1hiee 
pans and unlike Knight 
Ok it b net possible to 
move between them - 
each part must be cany 
pleted in turn to limsh "he 
gome 

The three different 
worlds' crre dominated by 
vegetable- mineral and 
animal puzzles', claims 
Pete Austin "The Jirst 
involves potion, mining 
and finding 1be nght 
ingredient: the Trunwai' 
wcttf revolves largely 
around the war between 
1be me people and 1he 
fire people in which 
Ingnd must intervene. 1he 
fturd Features a yen and 
many character punles ' 

The game 'A played 
guile a let (or Laughs', 
says Pels and features 
mote cftaiaoterfcctsed 
ptOtiemiOl the kind intro- 
duced m Knight Ore I: 
features digitised pes on 
Amiga. ST. IBM. Mac 
CM/1 26. and Amstrad 
dak The game is also 
available lor Speclr.am 
M5X. Alan $-pir. o;id 
Apple ccenputets Price, is 
EJ-l'JS let 14-bit versions 



ond 3 unch disk. £9-95 let 
others Watch out for it as 
yaj :ead this and lixic 
tcfwud to an MtfxrusuVe 
review ui next month's 
A.C.E. 

Tl» Wttit* WlUrd says- 

Should be interestng itus 
1 wasm nvetly impressed 
with Kru&IH Ore True it 
was a fantastic system, 
compared wim the 

A, is OOTJer ajfTifi 

bu1 1 fell Ihe result was 
;us1 a bt1 enawie m terms 
of oclual game-play 
There were 1oo many 
chatoclets and [ didni 
find the plot (once I'd 
worked oul what it was) 
all thai gnppng Su! 
Level 9 have got the sys- 
tem nght now - and if 
theyre going back :o 
publishing under their 
own Label this could be a 
mighty :mpor1an1 release 
Jar them 

One teatuje cd utterac- 
live character games is 
That the pussies can, if ihe 
authors' aren't careful, 
become extremely duTi- 
CUll. With the right 
design, however Ihey 
oan wed wondiBK tor a 
game At long las' Level 
9 have go": n together nol 
only on the character 
from put also on ihe 
graphics Let's hope ihe 
game design in Gnome 
danger is as hot as 1be 
programming 1 
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Old Times, Old Magic 

Level $ haven* Oroken up *irfi ftamlvd - 1ar Irfim |, This 
s $l sC'«sn t'-ol IroTi r.'.-nff j.to' Warjic. trie new compilation 
lealuring Lotds of Tims, fled JLfcwn and 1he Pnce jji 
Magni. Apan Ircjm ihe dgibsed f»dixes (not avaHaWe on a 
hil ca^satta. Atari B bit. 0* Apple II versions) 1he games 
have not been enormously Clanged, Lnlihe tie jpgrades 
applied 1o eartier compj^hcins 

i&tS$ $t Time is Ihe okJeEl ^ese thles. and bolh the 
Pilg and 1he Wiibe Wizard relafi tand mefnories ol its cH- 
ferani bme scenarios ana attractively oescri&ed tocatiOrts 
flWJUoort iriai^wl |h& oampanes rerjjrn to magic after the 
Siiojn Dreams hi-1ech scenarios - and Poce of WagiK con- 
tinued the spall-casting renaissance. 

Spiritual Guidance Launches Jack the Ripper 



Joel Che Bppei- l* on 11* 
way into the shops from 
St Brides via CftL and 
caurteay or GlliMfi PAW 
TNl thouJd maki it One 
of the first FA Wed games 
to go on national release. 
The game is a ihiee' 
porter »1 in 1 9th Century 
Lcodon with digitised 
graphics and maiLnuin 
aw nwnae ol the PAW$ 
advanced parsing capa- 
bdrbes Available imbajly 
only tor Specteum. a Com- 
modore version e 
planned fat later this 
year 

Spealting tor 5i BiKles. 
PhSCiLO Langndge rem- 
arked that Somebody we 
haaint mel lor quile seme 
bme - a clajrvoyarit - has 
Ot series Ci viSicns san- 



oerTung the Rippei mur- 
ders The game is based 
sr. :hese ■.isio.-i.s whidh 
suggiast that the murders 
were carried out by an 
argarjsabctt that 

Teojuirea. roc its own dark 
purposes, to kill, and to 
Jail publicly ' 

The Pilg Ihinis 1his 
sounds rather creepy, but 
thai wont stop him Jrcm 
reviewing the game 
'«v"a:=h :h& space - and 
don't go cu1 afler dark 




Get into TT! 

Wr OMl u? pin "ml ctcu" 
1 m?s I fOtii* ton* atiOll 
(Jf*s 5h-Mtl inpur atwjf Itrt ut 

if dm - am ^ ii tma (ft* iwv 
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GREEN BEJ1ET 

HEKU-f THf CAPTrVElP 
**i a*e THL GFTEfN BERET * highr, coined rcwnfajn r>iacnJr<« DMn mliiWfi; 
Inlrttrjct Hlfomjf fcT^ii^ iSr^Pt^lr. 0*(tncr inrt^Uj Honi-yuonre alone, 
jigjilntr r*Tw»f A-n,jfj[f*f (rfOj. hwveych, the mill nrri itinHrutonftendt 



piloc i vrat aP .in F-1 *J*r ftghiir. 34 
vector ^rnphKSi>nd tp'k scre*-j> dlipijfjy alia warden rm-ci playm im innij^t 
heat] to hMrf jf atalnpr <h# r-Ofri(Hil*i four amuimerrti. In this nwvr-llngNng 
jKTltf duel iflwil inking ml ij^Ih Md Wnrni rapid ftrr cannon Many EkIMi 
Flaw eg o* brougrvE i n Ea pi ay iu<n a l irTIf i m. rnn -'ly-u* i Irig jNbilli^ .arid 
*C<u**ty ■« E#«H» Itv* PX« *f EPW H It. "Top Gun' ' m^verK^i mtcr IPW 
danger zone* 

TtVOLir^TMiL 4h 'P.- ,r •{..,. P.. u.iirjC/O'pQ'i'W A» *Jts PeierviiP j 

THE ORE AT ESCAPE 

f he y**r li 1 94 2, in* plat* Gtrmfny. 1 |f>r- hap Dreh*p *u1 *"d you **ve be*™ 
rani i#red and plarM m jt high *un I f PO W. <arr\p VKtory may be Tjrjwjy. 
if:-l: Ityour rfuSj; toeitape. But it*l* wll mrt be eaiy. ft will Eakt-CJFrfal 
pinning jind *nu<h piiMnci, culminating In a liefJPiul and tftQutffiui 
Implementation. In Eh* rttnej yew *ftr IIBMly Qu^tNf tart while you fof m 
Eh# duly taut irirynM will ne44 to T-'lp tawiy urmrtlcetl to reconnoitre I Fx: 
*»rga(lq}ir ,iFmtf collect (ornli * ntP rnatcri his ncce nary Tew yourchDicn escape 
route T here »« marry ivtnuH dP ere ip*.. mmtw dlPTJr uJc. m\ f f rrjirnly 
dangireiLit and each on* ntqu^lng dlifV mt jAulj i> t^ppmcrFl. 

Screen shols tetan frnm JanoLidccmpuKr lormats 
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AMSTRAD 
COMMODORE 
SPECTRUM 

£9*95 

Cassette 




AMSTRAD 
COMMODORE 
SPECTRUM 

£14*95 

Disk 
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ADVENTURE 



MANIAC MANSION 

Multi-character action graphics from Act! vision. 



I ACT rra^th we checked out a game 
L/Wl fiom Siena On-Line that tried to 
give us that 'see-it-as-you-do-it' approach 
which advenruiers are rumoured to be cry- 
ing ou: j ct 

Games like Heavy on the Magic have 
been enormously popular, and ever since 
VaJhafto Ihe idea oi having both animated 
action and text-entiy has haunted program- 
mer and players alike Maniac Mansion 
offers you a large graphics screen, three? ; ir . 
mated characters (chosen by you from a 
cast of seven), and beneath it a selection of 
fifteen different commands that are selected 
by joystick 

Young Sandy has been plucked from the 
local college fraternity by the hideous Dr 
Fred and is being held prisoner in Man:ac 
Mansion, a well-drawn set of interior loca- 
tions with a surprising number of objects to 
find and use There are also other characters 
in the game who will interact with you, 
ranging from Nurse Edna (who is apparently 
into bondage) and Dead Cousin Ted. True, 
the characterisation throughout the gome is 
hideously American teen-trendy, but some- 
how it hetps give the game an atmosphere 
slightly reminiscent of those numerous cult 
movies that always seem to involve campus 
life and psychopaths This movie Link is 
borne out during the game when you find 
items like the chain saw. dangling on a book 
in the kitchen and surrounded by bloody 
handprints. 

Ai the siart of the game you select which 



team-membeis you wish to play with. You 
have to have Dave (Sandy's boyfriend) but 
must choose two others according to their 
individual skills, which range from photogra- 
phy to physics All the traditional campus 
characters are there, from the spotty scientist 
type to the blond haired 
beach-boy Some choice! 

You then find yourself 
outside Maniac Mansion 
with your three characters. 
The sprues are very laige 
and well -drawn and 
speak to each other (and 
to you) during the game, 
with a rather droli flutter- 
ing of the lips The move- 
ment doesn't seem to bear 
any relationship to what 
they're saying but is never- 
theless quite a nice touch. 

You move them about 
by using the joystick to shift a cursor across 
the screen and clicking the lirebutton, where- 
upon the default command WALK TO will be 
completed by, for example, the word FRONT 
DOOR if the cursor is positioned on that par- 
ticular object. 

You can control any one charactei at a 
time - this is the best bit of the program 
because it enables you to plan strategy and 
explore different locations simultaneously. 
You change over by selecting NEW KID from 
the menu, and then clicking on one of the 
names displayed You'll find co-operation 
between the characters essential as some get 
imprisoned or otherwise detained without 
hope of rescue unless another one can come 
up with a solution. 

The range of commands is very limited, 
but you expect that in this sort of game, and 
the limittiian is -o sorr.e exient made up lor 
by the intelligence of the program and the 



actions that the independent characters such 
as Nurse Edna get up to. Best of all, the on- 
screen animation is swift and smooth so you 
dont have to wait aiound for ages loi the 
sprites to get their act together. In fad., for this 
sort of game, the program plays very 
smoothly and this certainly adds to the 
enjoyment. 

As usual, traditional adventurers wont 
get much out of this sort of fare, but the Pflg 
really quite enjoyed the game. The multi- 
character element makes a 3o( of difference 
and although there isn't much text there is 




quite enough to see and do to keep you 
occupied. Activision are bringing out more 
stuff from Lucasfilms - if it's as good as this 
then I ior one am looking forward to it. 



RELEASE BOX 

C64/12A £l4 99dk REVIEWED 

Apple II mmi OUT NOW 
No other versions planned 



SYSTEM ■■■■■ 

Mulrj-chflraclers- and smooth game- play 

ENCOUNTERS ■■■■■ 

Little interaction, but lots of s-ub-piots involving Diners 
CHALLENGE ■■■■ 

Puzzles Uiriy easy, bul very varied 

LANDSCAPE ■■■■■■ 

Amusing to watch - and allraetive 100 



VERDICT 820 

One o ! Hw better pics'n'action games on the rna rhet 



KARYSSIA 

GAC three-porter from 
Incentive. 

Ikl^CktTWfE ^ ^ ou can 3150 ' sse m the 

fJf^rOYr/rE next page) have always 
lived up to then word when it comes to sup- 
porting GAC users There has been a Jong 
51 ring oi leleccses from the company featur- 
ing games written by users and one or two 
of them have been quite attractive. 

However for the mosi part these games 
have been really quite simple aftoirs from 



the programming point ot view - the GAC is 
rather limiting, to be sure, but as Pat 
Winstaniey will tell you there is still quite a 
Lot you can do with it. 

Karyssia is a three-part game with simple 
combat routines {that depend on your skill 
and experience levels), very rudimentary 
speech routines, and an attractive character 
set The graphics have (hat isometric 
Ultimate look as far as layouf is concerned 
but are otherwise rather devoid of detail - a 
pity because ihe rest o! :he game is nicely 
put together. 

Your task is to travel to the Royal Castle, 
enter it. and kill Karysssa who is mtsmanage- 
ing the economy ot Senduann and generally 
causing heart -ache and encouraging homi- 
cidal tendencies 

This is certainly one of the better GAC 
games released by Incentive. The puzzles 
are quite tough in paces, but are to a certain 
extent spoilt by the frequent 7ou cant do 
that messages that even greet the simple 



word LOCK (you have? to use REDESCMBE). 

But just occasionally the program comes up 
with a neat little bit of interaction that com- 
pensates for these weaknesses. My only oher 
complaint is about the frequent inevitable 
deaths, so SAVE often. 



RELEASE BOX 

Spectrum S7.«cs KViEWD 
No aftei versions planned 



SYSTEM 

Good use p) GAC. despite Ihe system's limitations 

ENCOUNTERS ■ ■■ 

Simple infraction occasion^ bul naming else 

CHALLENGE 

Easy lo make steady progress - three parts to Finish 

LANDSCAPE ■ ■■■ 

Hoi had considering GAC li imitations 

VERDICT 695 

Nat bad tor G AC. hul £7.93 is 4 Pit sleep 



ADVENTURE 



Double again from 
Incentive.,. 

GAG soltware house Incentive have 
maintained a policy of supporting 
games produced using the system 
, Recently the company have been 
releasing two games on a single cas- 
sette under l he rifle Double Gofd at 
C7.95 and Ihs latest combo is 
Nov$ Haunted House, written by Jem 
Wyer and Jason Twigg respectively. 

Nova is set in a wrecked 
space-station. Not, thereto re a tremen- 
dously original scenario, but despile this il manages to generate enough interest to keep the 
player at the keyboard and has one or two very attractive pics. One thing that the Pilg found 
particularly effective was the use of shading to give a futuristic metallic sheen to some of ihe 
locations. Haunted House is a bit more run-of-1 he-mill and the graphics aren't as good either. 
Furthermore, both games still have some minor rough edges - spelling mistakes, poorly 
formatted lext and so on - which is sad to see on a commercial release. Still, it's good to see 
Incentive supporting us DIY programmers Stand by for news of the Automata label (using 
GAC products almost exclusively) in a future issue. 




Pat's Patch 

Combat routines using 
GAC 



Setting up a fight using GAC ts simple. All 
you need is to set aside a group of counters 
to store the various ftghlina attributes of the 
player and his opponent, then manipulate 
these during oombat to generate a result. For 
this example 1 have set up three different 
types of attribute for each combatant: 

1) SKILL ... This Is set at the start ot the game 
and does not change (although you could 
add the refinement of increasing ski)] accord- 
ing to the player's experiences). 

2) STAMINA , This is also set initially, but is 
reduced during unsuccessful combat (again, 
you could vary it with eating, potions, etc) 

3) LUCK .... A vitaf ingredient of any fight, 
this varies with every round of combat, 
being newly generated each time. 

Each attribute is set up for both the player 
and opponent, then stored m counters. 
When a fight sequence is entered, tuck for 
the round is generated, then the three 
•attributes are tQtrtlfXj tor each combatant 
The totals are then compared, the combat- 
ant with the tower total has his stamina 
reduced, and a message is printed to say 
who has been hit. If both the totals cue the 
same, neither combatant's stamina is 
reduced, and again a message is printed to 
say what has happened. 

The player is then given the option of fur- 
ther fighting or retreat, n he chooses to fight, 
the sequence is repeated with the new 
stamina levels and freshly generated Luck 
values U cither the piaye: ci the opponent 
reach zero stamina they are ctassified as 
dead. 

In the code (see box), counters are allo- 
cated as follows- 

1, Player's skill 5. Opponent s skill 

2. Player's $tami na 6. Opponent' $ sta mina 

3 PI ayer's luc k 7. Opponent s luck 

4 Players total 8, 0 pporrents tota I 



and Pat's Post... 

Dear Pat, 

\ would like to inform you of a bug which 
I have found in Incentive's GAC for the 
Spectrum. Its not the old 'Jah Brendan' bug of 
which I am sure you have heard, it's some- 
thing far worse and could destroy your 
whole adventure as it did mine. The bug can 
take many forms but here ls the simplest 
First of all load up GAC and then the 
Quickstart file, entei room number one as 'a 
cave' or anything you tike, enter a high prior- 
ity condition (something like IF ( AT 1 ) 
EXIT END), go back to the main menu and 
piess ENTER to start the game You should 
now fLrid that the program has locked itself in 
a loop and it is impossible ro gel buc:.< to Lie 
main menu. 

Apart from these bugs I have managed 
to get on well with GAC. At the start I just 
messed about on it writing simple adven- 
tures, but I did manage to wnte a good one 
called Alien Complex. I sent it to Firebird 
Silver and received a reply in a couple of 



Combat code In GAC 

IMiTAUSE: 

RAND 5 CSET f ft AND S CSET 5 RAND 10 CSET 2 RAND 10 CSET 6 END 

START SEQUENCE 

IF < HERE opponent } RESE 10 HESS tic. hi or run? WAIT END 
IF ( VERB run } go 1o another location .... ele 
IF ( VERB fight ) SET 10 END 

GENERATE LUCK: 

F ( SET? 10) RAND 5 CSET 3 RAND 5 CSET 7 END 
TOTAL ATTRIBUTES; 

IF ( SET? 10 ) CTR 1 + CTH 2 * CTR 3 CSET 4 CTR 5 ♦ CTR 6 ♦ CTR 7 CSET 0 END 
COMPARE TOTALS: 

1) F ( CTR 4 > CTR S AND SET? 10 ) DECR 6 MESS you hf| him END 

2) IF ( CTR 4 < CTR B AND SET? 10 ) DECR 2 MESS he hrt you' END 

3) IF { CTR 4 a CTR « AND SET? 10 } MESS you ducked and he dodged - no hit! END 

4) IF ( CTR 4=0 AND SET? 10 ) MESS 'you're dead' EXIT END 

5) IF { CTR 8=0 AND SET? 10 } MESS he's dead' RESE 10 WAIT END 



months. They soxl the game was nicety pre- 
sented bur there were few tough problems 
and the scenario wosnl that original. I then 
sent it to Players and at the moment I'm wait- 
ing tor a reply. I've started up a new adven- 
ture called Deadly Rebel set on three differ- 
ent planets. It's going to have three multi- 
loads, each requiring a certain password. I'm 
thinking ot sending it to CRL but I havent a 
clue what their address is and I would be 
very grateful it you could print it. 
Yours sincerely, 
DarryJ Sloan, Foitadown 

As far as the famous 'Jah Brendan" bug Is con- 
cerned, I've luckily not been troubled by l| (so Par!), 
hut yes, I have heard of It. Doesn't it crash the 
machine and print tip (he name on screen or some- 
thing 7 I d tie interested to hear from other readers 
about this Hficf other 'features' of adventure writing 
utilities. 

As Per 43 your own 'bud/ is concemedl I'm not 
surprised the computer is hanging up! You're effec- 
tively killing off the player as soon as he enters loca- 
tion t end then cycling back to the beginning of Ihe 
game. I doubt If you'll even gel the What now? 
prompt. Your problem Is wtlh the word EXIT, which Is 
processed almost immediately, kills the player, and 
sends you back to square one. Remove that end your 
problem is solved, CRL's address is Unit 7D, Kings 
Yard, Carpenters Road, London El 5. 

Dear Pot, 

I am wntmg a Christian game and want 
lo dc an unus'ja] swot: routine 

I want to leave a message such as Press 
any key tor a nasty surprise', then somehow 
make ihe computer reset - i.e. completely 
wipe the memory. This would force a reload 
and put a stop to any bad language (good 
eh!?). 

How do I do if? 
John Pntchanl Preston 

Interesting problem, John, and I'll check it out lor 
neifl month. There were a few commercial games 
around that pulled this sort ot trick - the cleverest 
ones simply displayed the boot-up screen, making 
you THINK Ihe computer had resel, then waited lor e 
key-press lo return the player to the game, of course 
some did reset the computer - and not always inten- 
tionally/, either! 



ADVENTURE 



Letter from the SHADE... 



Sappho the Witch keeps read- 
ers informed on the latest 
developments in SHADES, a 
multi-user game run under 
Micro net that allows you to log 
on with your modern and frolic 
around an imaginary land in 
the company of other real-life 
adventurers. Naturalfy, every- 
one plays under an assumed 
name - considering the sort of 
thing you can do to your fel- 
low players, this anonymity 
isn't just convenient - it's 
essential! 

Once again lighting hits the SHADES head- 
lines, Killing has always been a part of 
MUG's. but in SHADES fighting has taken on 
a new angle with the growth of a sub-breed 
o! player the high-level psychopath 

These lighters <Enchantei-ess level and 
above) aje a curiosity. It's relatively easy to 
be a killer Gallant., the points required to get 
to that level can be obtained within a single 
game Gammg 30K plus, however, takes 
several resets, skill, and determination thus 
they have much to lose if they die . 

High-level killeis are not an entirely r.ew 
concept Back in the annals of SHADES histo- 
ry. Carabak was the first killer to achieve 
notoriety and respect with his killer 
Necro ma nce r , In those days. ii you couidnt 
fight there was only one thing to do with 
Carabak around - RUN! 

More and more killers now climb to a 
similar level. As their level grows, spell abili- 
ty improves, aior.y with small increases in 
stamina and bare-hand strength All make 



quite a difference in closely -run tights. 

Recently 'high level duels' ahve caught 
the imagination of many Shadtsts. The duel- 
lists lay claim to glory and many points if 
they win such highly publicised events. The 
stakes are very high - and onty one can 
walk out alive. 

Three high-level' duets have been high- 
lighted recently: these were all between a 
particularly well-heeled killer known as 
Wmseer the Longsword Man Winseer, a vet- 
eran Shadist, and the fust killer to follow 
Caiabak lo Necromancer status, will 'duel' 
any player of similar level. 

Fingeis the Warlock was the first to chal- 
lenge Winseer to a duel to the death. At a 
level where a paltry 352 points were needed 
to attain Immortality, the sanity of the chal- 
lenge was frequently questioned. Yet, fox 
Fingers the potential glory of killing Winseen 
to gam immortality was too much. Despite 
his high level advantage. Fingers lost; 
stripped of rank, he left the game points-less 
- a mere novice 

Palatan and Lonewold soon followed 
suit. ..No-one has challenged rum since. 

Is the guy tnvincible? Can such high- 
level killers die? The answer - yes? Just a few 
days ago at the time of writing.. Wunseer's 
Warlock was splattered all over the City by 
Delieu the Soothsayer. Was Winseer low on 
stamina^ No 1 Was he unarmed' 5 Noi He was 
so busy mooning over a SHADES lady-friend' 
that he didnt notice a longsword being 
wrapped around his head' 

Before I go. the rumours o' Qadile the 
Wizard being noviced' by Winseer are 
untrue Qadile was. in fact, a victim of the 
Winchester. But if ihese Wizards WILL insist 
on having such steamy EMOTHng sessions, 
then they will have to expect the odd cor- 
rupted persona file or three., ., 

Did the persona file corrupt for you too, 
darling?! 




The Pilgrim s Player s Guide 
to Hitchhikers... 

HHGTTG is a 'any lengthy 
experience, and Pilgrim fol 
lowers will know that he is 
always short of space 
WeVe decided to run 
the Player's Guide to 
the game over three 
issues. In this issue 
you make it to Ihe 
Heart of Gold, nexl 
month you'll deal with the essential prob- 
lems of tea and alternative universes, finish- 
ing up m (he Christmas issue with the infa- 
mous screening -door problem and the end of 
the game. 

Hilchhiher's was Douglas Adam's first 
adventure with Infocorn, and it shows. First, 
the game is very linear at Ine beginning, 
which means that in several instances all you 
have to do is WAIT repeatedly - so type Z 
instead of WAIT' to save time. here and 
throughout ine game. 

Another slightly aggravating feature 
(though some of you rnighl love ft) is thai you 
have to solve a lot of problems in advance, as 
:t were. Typical examples of this are ifie yap- 
ping dog, (who must be fed a cheese sand- 
wich, bought in the pub) and the Vogon poet- 
ry which provides the password to get the 
Atomic Vector Plotter. In the latter case, how- 
ever, at least you get told whal you need by 
pressing (he switch near the glass case in the 
Vogon hold. 

Other puzzles are more straightforward - 
you can jusi stop bulldozer if ii's causing a 
problem (it will) without bothenng to type 'lie- 
down-in-front-of-it'. When Ford turns tip, just Z 
uniil he offers you the towel - but don't take 
it. Keep Z-ing until you gel up (which you do 
automatically} then Follow Ford until you 
reach the pub, where you should limn your 
drinking to a reasonable amount. You should, 
by the way, have brought absolutely every- 
thing with you from your home, including the 
junk mail. 

Once you're in the Vogon hold, and have 
recovered consciousness, you'll need lo gei 
the Babel fish from ihe dispenser as quickly 
as possible. Remove your gown and hang it 
on the hook (you should have worn it from the 
start), wait till Ford falls asleep and then get 
she towel and the satchel. The towel goes 
over the drain and the satchel against the 
panel. The junk mart (you did remember that, 
didn't you?) goes on lop of the satchel. 

If you don t enjoy poetry you won't have 
Ihe pleasure of hearing toe second Vogon 
poem, which contains the password needed 
to gel ihe Atomic Vector Plotter. Once you've 
got ihe password, you may still have difficulty 
- you need to TYPE "password" to open the 
case. Then make .sure you get everything 
before you gel thrown into the airlock. 

It's realty at this point that the adventure 
begins, Lei's face it r up till now you haven't 
exactly had lo do much exploring, have you? 
Next monlh we'll make our way through vari- 
ous universes, examine the use o f the thing 
and the importance of rne seat cushion fluff. 



A word of introduction... 

Welcome to the column where the cunous. the invoked, the Shadisls-to-be. and the Shadists-ihal- 
were. can check up on ihe latest gossip from a world where anything can - and does - happen, and 
where the players are not computer controlled creations, out real people.... 

Lei me introduce myself. I'm Sappho the Witch, an old character who has been 'Shading' since 
the game first opened on Micronet just over a year ago. Since I hen I've played all sorts ot games, but 
SHADES remains my favounle, Like other Mutli-User Games (MUGs). it is a place where several 
adventurers can play in ihe same game ai once. SHADES, for example, has sixteen games f known 
as landscapes) of eight players, so there is plenly of room for everyone. 

Mosi MUGs revolve around reaching Che rank of Wizard or attarning Immortality. To gel to Ihe 
rank of Wizard or Witch in Shades ypu need to gainer 200000 points. This rs no mean feat! 

SHADES is therefore a place wttgre weedy wimps Can become macho he-men, wielding swords, 
hacking and slaying. Or perhaps they feel the need to act as Gallants, protecting the women, or rid- 
ding the Shade of other macho swordsmen, Women can play as attractive damsels, always seeking 
some brave hero who will come along and save them from the horrors oi a land of violence and dan- 
ger. Or there are petite and dainty women who become fearless amazons fieri breast intad) fighting 
their way through an mhospiiable land, hacking at all and sundry. 

SHADES is also a place where men. women, boys, girls, ihe young and the old. can even 
change their sex - and ohen dp! 

Meanwhrle. il you've got any gossip for this column, jusi leave a noie for me on MBX 223661435 
Or BT Gold 74:MIK600. 
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ADVENTURE 



Problem! 




Let's face it, things are looking 
tough. That Balrog up ahead has got 
a hungry look, the oil in your lamp is 
running low, your sword has been 
magically turned into an orange lolly, 
your foot is stuck in the unrelenting 
grip of a giant clam, and there's a 
Jarge bulldozer - driven by a rabid 
hobbit - about to flatten you. Do you 
light a Hamlet cigar? No, you just tap 
RAMSAVE with a nonchalant air, and 
turn with a sigh of supreme 
contentment to the Pilg's No 
Problem! column. Let's face it t this 
column is what seemingly insoluble 
problems were made for! 

Mordon's Qjesl 

You'll need the blanket, torch, and transporter 

before leaving the house area. 

The king af the lungle could possibly be trench 

Break pyrites into smalt pieces to get them back 

along the narrow crawl. 

Octapusses hate lidht. 

Voult need a bit of pjjf to kill the pygmy 

tortilla 

At the river . swing across 

Rescue Tirnandra from "lie Marshzats and return 
her to ZeLda (or a lilt 

Examine the large Uiga-Mau] mote than once. 
Heroes Of Kam 

Beren can loll the bat with the lafcon 

Khadtm can kill the Pirate with the dagger 

Oil the chest before opening it 

The Vampire can be killed with a cross. 

The Witch doesn't like water. 

Istar can kill the spirit with the wemd. 

lh# Bogort 

Stay out of the living room until the chocs have 
exploded 

Use your knowledge ol the calendar lo enter 
combiriolion. 



Pilgrim's Post 

Floating Bug 

I have been playing Guild of Thieves on 
my Atari 520 STM and believe there is a 
bug in the game I have crossed the hot 
coals but find that I can get back again by 
typing SING UftFANORE PENDRA' again, 
even though the tute bad disintegrated on 
the first crossing. In tact I have found that 
by singing the phrase In any location you 
can get the same effect and each time you 
are told that the Lute 'disintegrates' 

[ would be interested to learn it you 
have come across the - is it a bug? 
David Powell, Lancing 

Yes, it does look suspiciously like a mior 
bugette. As you point out elsewhere In your 
letter, there Is In fact anal her way to return 
across the hot coals (see last month) - you 



Lux softens the toughest troll 
Check out the Goblin's coul&on 

Seabose Delta 

Blow bubbles lo wake hen 
Use fork to Creole short-circuit 

Return lo Eden 

Drop the ladsurt if animals attack you.. 

Foxgloves can be- worn to gel the cold leaf, which 

fteeies Ihe guagrrwe. 

Adventure Quest 

The Vamp doesn't like onions. 

Price of Magik 

The cold room the brass monkey need [ say more? 
Dungeon Adventure 

No prizes lot guessing where Ihe needle Is.,. search 
the haystack. 

Ccudcrectm ho:p?. you with the fire elemental 
Red Moon 

OBIS opens the sarcophagus, OLLABJN turns the 
mummy to dust 

Lord* of Time 

Can'1 gel (he keys from the shod? Try giving the 
narcissus a glimpse of itself, then wave something 
lo attract the keys. 

You need to spot the tooth fairy, but mushrooms 
help. 

Snowball 

Use the spray lo bund the Watdroid 

The cat can help you pass the slippery bit. 

Lurking Horror 

Cook the takeaway and give it to the hacker to get 
master key. 

Use ihe foTklift truck 1o clear another exn. 
Bureaucracy 

To enter the Paranoid's house, wart tn the burgled 
house until the weirdo arnves, then give him the 
same message you received vh the loudspeaker 
outside the Paranoid's gale. He will then respond 
with the phrase that you should use outside Ihe 
gale 10 open rt. 

In the Pojanoid's house, let the weirdo go upstairs 



need to have a knowledge of succulents). 
This latter method la obviously the solution 
the programmer's intended you to use. 
However, the feature you mention ia also in 
my version, so there seems Utile point in 
trying your hand at I f re walking if you can 
simply float back again. 

Boring... 

Could you please felt me why there is no 
interest level for adventure reviews. It is a 
great idea and adventures are sometimes 
boring as well as arcades Keep up the 
good work. . 
JHUJ, Westbridge 

There's no point in having a PIC curve tor 
adventures because the curve would 
plummet lo zero as soon as you finished the 
game. The time this takes depends tar more 
Oh individual skill than it does with arcade 
games. What really counts In adventures is 
the atmosphere, the parsing system, and 



first and then ioLlow him - bul wait a little or youll 
be tailed. 

Guild of Thieves 

You can enter the windmill simply by shouting out 
to the miller STOP WINDMILL' 
Buy the lute oft the millet with the proceeds trom 
the ratrace. 

PULL PIPE to drown rats - but turn of I drainage 
system before water level gels too high. 

Colossal Adventure 

Can't get the nugget up the stairs, try going down 
thepiugh. 

You can help... 

If you're still alive.... If you've triumphed over 
adversity,., If you've foughi the good fight, and are 
still breathing... Wherever you are. whatever world 
you're journeying in. we need your help. There 
are thousands of lost souls, irapped m locations 
from which thare seems to be no escape, 
confronted by opponent's who simply wil NOT 
snare : R eir pi:ifU I ves. who an? crying out for the 
answers to problems thai YOU can give them. 

So. if you've cricked a tough game, if you've 
got a map that can show us where to go, even if 
you've just goi a lew tips for fellow players, send 
them in to Ihe Pilg's No Problem 1 page. By doing 
so you not only get lo see your name in print, but 
also have the satisfacti on of knowing thai 
someone, somewhere, owes their survival in thai 
game to you, 

Write lo No Problem', cc The Pilg. 4 Qur-c- 
Street BATH, BAT 1EJ. Lei's hear from you 
now,,, before it's too late! 



Contacting the' Pifg 

The Pilgrim welcomes 
correspondence on all aspects 

of adventuring. You can 
contact him either by writing 

to ACE at 4 Queen Street, 
BATH, BA1 1 U f or by modem 

on BT Gold 83:JNL251 + 
Messages for the White Wizard 
will be passed on if clearly 
marked for his attention. 



possibilities of Interaction - hence the 
ratings used by the Ptfg. I do however 
always welcome suggestions on how these 
ratings can be Improved... 

Jailbird 

I have a brilliant adventure game called 
Robin of Sherwood, but donl know how to 
ge<t out of jail at the beginning of the game, 
so if you know can you tell me? 
R. T&esdale, York 

Since the Jeil location ia actually the first 
location, fellow Pflrj, I'm touched by your 
faith in the game being a 'brilliant 1 one - you 
can't have seen much of ft yetr You get out 
or the jail by climbing on the shoulders of 
your fellow prisoners, grabbing ihe guards 
ankles, and then strangling him. Rather a 
violent beginning to a game, the Pilg thought 
when he first played it Actually, of ell 
Adventu resort's produds, this one was one 
of the better ones. 
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AIRBORNE RANGER. Achallenging combination of danger 
and suspense. Available for the Commodore 64/128K. 
Cassette £14.95 Disk £19.95 . 



You are one of the elite . . . parachuting alone behind enemy 
lines. The enemy controls the terrain, hidden in bunkers and 
machine gun nests . . .you may be surrounded The action is 
fierce as you control one soldier's battle against over- 
whelming odds. You'll need skill and strategy to out- 
manoeuvre your enemy, plus courage and some luck to 
make your escape, Airborne Ranger is an exciting fast- 
paced simulation with 12 desperate missions in 3 different 
regions of the world, The possibilities are endless! 

Please send copy/ies of Airborne Ranger CBM 64/128 C Cassette £14.95 □ Disk £19.95 □ Further details 




PROSE 



SIMULATION • SOFTWARE 



Name (block capitals) 



Address. 



Postcode. 



I enclose £. 



or debit my Access/Visa card. Expiry date 



including 55 p P+P. Cheques payable to MicroProse Software Ltd, 

No, 



M!^r»Pr» r0 I *rl O M arUt Dl^~ Tilth, .ru^lft, liWtAKfllwP fJI ft flflfi I IK T*l" /fifififil 5437fi TI* ' 434?? MP&/UKG 



CALL IT A SEQUEL... 

AND YOU'LL LAND UP FLAT ON YOUR BACK 




r 



They called International Karate the 
best beatem-up so far. 
And who are we to argue? 

But System 3 have 
come up with a stunner: 
A Third Fighter. Some amazing 
backgrounds. New moves. Re-mixed music. 

And balFs, 

Commodore 64/128 Cassette (58 99) and Drsk (£14 99) 
Commg soon for Spectrum and Amsirad home computers 

Mail Order. Activr&ion (UK) Ltd, Unrts 3 & 4 Lloyds Close 
Frnedon Road Industrial Estate. Wellir>gr>or(jugh 
Northampton NN8 4SR Tel (0933) 78787 

Distributed by Aclivisron (UK) Ltd. 




TRICKS N TACTICS 



TRICKS N' 
TACTCS 

EXPLORE XOR 



Chicken Supreme 

Mostly straightforward stuti: chickens run left 
and fish fall down, as any hit© kno, One 
point worth noting carefully is what happens 
when you take a mask which has both a 
chicken and a fish pushing aoainst It 



On this Chicken Supreme screen youU 
find ins guite safe to take ibe top mask and 
then move down. The chicken runs across lti 
front of the fish and blocks its path, thus sav- 
ing you from a nasty 'Whoops*. Why does 




The Big Boffin himself, 
Andy Wilton, gives a little 
needful advice to players 
of XOR, the maniacal puz- 
zler from Logotron, play- 
ing now on AMSTRAD, 
SPECTRUM and C64. 
XOR rated maximum IQ 
Factor in our first issue; 
you'll need all the help 
you can get. 



the chicken beat the !ish to it? Are chickens 
simply faster? 

Well, no they aient. In the Doll's House 
screen here, ifs the other way round : the fish 
beats the chicken to it. serving your neck 
once again. How come? The answer seems 
to be that where you have to take a chance 
on one object outrunning another, the risk 
always pays oft 

Explosive Mixture 

The early stages ol Explosive Mixture form a 
tutorial in simple bomb behaviour. Here are 
the basics, plus a few of the finer points. 

A V-Bomb destroys caiything above or 
below it, plus whatever you used to detonate 
it if that came in from the side. V-bomts 
behave like chickens; they slide to the left 
wherever possible, and can be pushed up or 
down. They can slide or be pushed through 
torcefields (direction allowing!) and wul deto- 



Dolly's Reven 

Just getting your shields out of their starting 
rooms will tax your brain enough here, but 
that's nothing compared to the problems 
that follow. The enormous set piece solved 
here - 1 7 dolls, one mask and no margin for 





error - is particularly nasty 

Getting that mask in the middle is pretty 
easy, but thafs not enough: you've also got 
to push at least eight of the dolls through the 
narrow lower door of the room and onto the 



9 7 



screen below. You're bound to push one doll 
into a corner and leave another seven 
immobile just getting the mask, so ail but 
one of the remainder will have to go Can' 
be done? 



C3 



-t 1 i> 7 I 



- ^mmm 



Getting the mask 

1 Push thu dull up 

2 Push thtj doll Ml 

3 Up 

4 Lvft 

5 Till* mult, tnd than push (town 



Hitting your stride 

6 Pus* this dolly left and than down 

7 0O*m.Mtin(f4owTi again 
BUW. down, Ml And down 

9 Right down and Itwn is far 8 



Finishing touches 

10 L*(t and down 
It ftlaM md down 

12 Lon and down 

13 Up, f JgM »nd down 



9^ AH 



TRICKS N TACTICS 



note any other bombs, they shde Into. 

H-bombs are to fish as V-bombs are to 
chickens: they tail down wherever possible, 
canci can be pushed left or right They destroy 
whatevers on their immediate left and right, 
plus the object you detonated it with. 

You con only set bombs off using things 
that move of their own accord: fish, chickens 
and bombs, in other words. If you use one 
bomb to detonate another, only the bomb 
that gets hit - the lower or left-hand one - 
actually explodes, The other one gets 
destroyed, but isnt detonated 

Enlightenment 

The frowning masks are actuaJJy switches: 
pick one up and the room backgrounds go 
jet black., collect another and the lights come 




on again. Switches dont count as part of the 
mask total, and dont show up on the map. 

Often youU find switches blocking your 
path so that you have to pick them up. YouH 
also find them sometimes in the blast zones 
of bombs, with much the same end result; 
blowing a switch up has the same effect as 
collecting it. One useful tactic when you 
meet this kind of set-up is to find a switch 
with your other shield: You can then collect, 
swap shields and collect again, leaving the 
lights on afterwards, 



The Doll's House 

Delia dont move of then own accord, but 
you can push them around using your 
shields. Once a dolly starts moving, it keeps 
going until it hits an obstacle, Doilies cant 
detonate bombs or pass through foroefields, 
and wont move any objects that they hit. 
You can safely push a doily so that it hits 
your other shield, and indeed many of the 
Doll's House problems rely on shuffling dolls 
back and forth between your shields 



The Challenge 

This one stairs of 3 tough and doesn 1 lei up must get all the masks you cant get your 



at all Here 5 one oi the Jw&1 problems on 
the level, and although it s made up ol 



othei shield in lo help, and you'll trap 
y out sell if you push 311 y chickens or hsh 



simple element - chickens, hhh. masks olt the lell edge The solulion here comes 
and loxcelieids - it really is trick v You courtesy ol Am stiad Action's Bob Wade 



ID 



Freeing the iish 

Push ihiough 'oice'ieitf and 
keep gomg 

Push 1i$h lell so H lifts into 

AMioue ihis lorcetieid so 
second lisn dkops 





N£iiv software is 



go/ 



BE PlFSTCf F THE M/^Rh 





TRICKSNTACTICS 



DEATHW1SH 3 



Typa in the listing (but NOT what's in ine brack- 
els, which is lor information only) and RUN it. 
Then siart the game tape from ihe beginning and 
you should be blessed wilh infinite ammunition 
and be able to withstand vast amounts of injury, 

10 REM DEATHWISH 3 POKES 

20 REM BY C WILD & S. HUNTER 

30 REM ACE. NOV 87 

40 CLEAR 32767 

50 LOAD ""CODE 

60 LET ADD=331 1 7 

70 READ N 

80 IF M=999 THEN GOTO 110 
90 POKE ADD.N LET ADD=ADD41 
100 GOTO 70 

PAPER- 
BOY 



We promised some cheals for Paperboy in last 
issue so here goes. 

For unlimited lives on the C64 type in and RUN 
this listing then load as normal. 

10 FOR A-0 TO 28: READ B POKE 
2O100+A.BNEXTA 

20 DATA 169.4.141.49,8,195.149.76.153.52 
30 DATA 4, 136.208.247.76, 1 3.8.1 69,96, 141 
40 DATA 166.41,141,107,40,76,52,8,0 

EDIZand ROBERT, London 



If you want lo be mvinc b e on the Spectrum ver- 
sion type and run this :nen siart trie :ape. 

10 CLEAR 65535 
20 LOA DECODE 

30 FOR A=32O00 TO 32024: READ B:POKE 
A.BNEXT A 
40 DATA 

33.22,255 ,34,66,254,229. 33, 1 9, 1 25 
50 DATA £09,1,6,0,237,176,195,232,253 
60 DATA 50.151,187.195,86,5 
70 RANDOMIZE USR 32000 

T1,MENSAH, Halewood 



Spectrum version 



110 RANDOMIZE USR 32768 
120 DATA 205.86.5.62.183 
1 30 DATA 50 , 22, 151.50.185, 1 53 {for infi- 
nite ammo) 

140 DATA 50.37.169 (for infinite injury} 
150 DATA £01 ,87,73,90.999 

H you have a Muililace 1 or similar device then 
these pokes will produce Ihe same effects. 

POKE 38678.183 POKE 39353.183 (for 
inifinite ammo) 

POKE 43301 .183 (tor infinite injury} 
CHRIS WILD, Shaw, Lancashire 





BOARD 



Course 1 

HOLE7=tW.PW.PT 2=3W,1I,PT 3=81. PT 
4=tW,6l,PT 5=3 W,1 1. PT 6=51, PT 7=4 1, PT 
fl«1W,7l,PT 9=1W,7I,PT 10=1W,PW,PT 
11=91. PT J 2-1W.PW,PT 13=1W.8I.PT 
14=1W,PW,PT 15=1 W.6I.PT 16=7I,PT 

17- 1W.5T,PT 1B=lW,ai,PT 

Course 2 

H0LE1=1W.9I,PT 2=7I,PT 3=2I.1W,PT 
4=6P8I.PT 5-1W.7I.PT 6-3I.PT 7=1W.8I.PT 
8=1W,3I,PT 9=1W,6I,PT 10=3I,9I,PT 1L9LPT 
12=1W.7I,PT 13=5W,PT 14=1W.8LPT 
15s1W.2l.PT 16=1W,2I,PT 17=1W,PW,PT 

18- 2MW.PW.PT 

Course 3 

HOLE U5W.PT 2-1W.9I.PT 3=61,1 W,PT 
4=1W.5!.PT 5=21. 91. PT 6=PW.PT 7*21. 91. PT 
8=1W.PW,PT 9=1W.2LPT 10=1W.PW,PT 
1U1W.7t.PT 12=1W,7I,PT 13=1W,3I.PT 
14=21, 51. PT 15=31, PT 16=1W.8I.PT 



17-1W,5I,PT 18=1W,6I,PT 
Course 4 

HOLEl=2l,1WPT 2=2I,PT 3-2l,8l,PT 
4=1W,9I,PT 5=3I,9I,PT 6=1W.2I.PT 7=1W,6I,PT 
8=1I,PW.PT 9=6I.PT 10=1W.PW r PT 
11=1W,3I,PT 12=1W,3I.PT 13-1W.9I.PT 
14=1W,PW,PT 15=3W,PT 16=3W.PT 
17=1W,PW.PT 18=1W,4I P PT 



That's it, so get Golling. 
DAVID MAREK, Edinburgh 

HADES 
NEBULA 



Do you want infinile lives on ST Hades Nebula ?.. 
then gel to ihe high -score table, input your name 
as M MONITOR. "and there you have iL 

RICHARD MABLETHORPE, Grimsby 



For all you Amstrad users out (here here's a shod 
program for m r ae papers and inviftcibflily. Just 
lype in and run before loading the game. 

l0OPENOUT"d- 

20 MEMORY &2FF 

30 LOAD "eJile",&300 

40. POKE &37E.&C9:CALL S3Q0 

60 POKE &1A14 &C9 POKE &19O7.0 

70 CALL &BF0Q 

TONY HOYLE, St Annes" 




THE NEW 

DIMENSION 



TRICKSNTACTICS 



MOTOS 

Spectrum version 

10 REM MOTOS POKE 

20 REM BY C WILD & S HUNTER 

30 REM ACE NOV 87 

40 INK 0 PAPER 0 

50 CLEAR 24575 

60 LOAD H "SCREEN$ 

70 PRINT AT 0.0: 

SO LOAD""CODE 

90 POKE 42241,0 

100 RANDOMIZE USR 32768 

You should now be graced with infinite lives. 
Multiface 1 owners should try POKEing 42241.0. 

CHRIS WILD, Shaw, Lancashire 

EXOLON 

Spectrum version 

10 REM EXOLON POKE 

20 REM BY C.WILD & S HUNTER 

30 REM ACE. NOV 87 

40 CLEAR 25999 

50 LOAD""CODE 

60 LET ADD=23296 

70 READ N 

BO IF N=999 THEN GOTO 1 1 0 
90 POKE ADD,N;LET ADD-ADD+1 
100 GOTO 70 

1 10 RANDOMIZE USR 23296 
1 20 DATA 62,125 ,50 , 1 9,252 
130 DATA 205,0,252,62,1 5>50 
140 DATA fla.254, 195,58.254.1 75 
1 50 DATA 50. 1 1 0. f 3 1 (infinite ammo) 
1 60 DATA 50,80,1 46 (infinite grenades) 
170 DATA 50,29,157 {infinite fives) 
180 DATA 62,201 

190 DATA 50,179,156 (INVINCIBLE) 
200 DATA 195,96.1 09, 8 7.73..90. 999 

Multiface Vers should ;ry POKE 33646,0 (INFI- 
NITE AMMO): POKE 37456,0 (INFINITE 
GRENADES) :POKE 40221.0 {INFINITE 
LIVES}: POK E 401 15, 201 (INVINCIBIL ITY) 

CHRIS WILD, Shaw, Lancashire 

AMIGA 
KARATE 

To defeat each computer opponent, simply move 
your character to the right hand side of Ihe 
screen. Turn so your character now faces the left 
and go into a crouch. If you position your charac- 
ter so that only his leg is visible when he does a 
leg sweep, your opponents will jusl stand still and 
!ake the blows, h won'i take long to defeat ^em 
this way. Don't worry about the stars but you'll stiri 
have io smash those 'orrid jars on the higher lev- 
els. 

ALEXANDER EDMONDS, London 



IN THE ARCADES 

ROLLING 
THUNDER 

1. Only go through doors which have a symbol of a buNet next to them. 

2. Go through the very first bullet door to replenish your handgun ammunition. 

3. A machine gun can be found through one of ih-e 'bullet' doors so you should iry each one, 

4. Fire frugally with the machine gun or you'll waste your ammo. 

5. If you should run out of ammo then Pel loose wiih knives 

6. Keep jumping on and off the balcony to avoid being shot. 

7. Purple hooded baddies only need one shot to kill them whereas Blue and Gold hooded baddies 
need two. 

9. When you arrive at the steps that lead down, you should fall down the first step and shoot once at 
the man opposite you. Jump off the steps and you will float down to the bottom section of the game. 

9. Get past the brown doors by shooting as soon as they open, then crouch and shoot to kill the blue 
hooded man throwing knives at you. 

10. In the tyre section there is a man who is hiding in the third or fourth stack of tyres. Jump forward 
m between shots until you are next to him then when he pops up, pop him first. 

11. Keep moving along the tyres until you are rushed by two men, crouch and fire four times lo 
despatch them. 

12. Crouch and shoot to kitl the baddie that then fires at you from behind the sandbags, then imme- 
diately jump or walk backwards to shoot the chap that's throwing incendiary bombs at you. 

13. The final baddie is a doddle. He's a gold character so hell take two shots, Simply shoot him 
once and then fire into the air above his head. The fool will fump and try to caich the bullet, getting 
himself killed in the process. All that remains is to walk through the exit at the end of the scrolling 
screen and you'll have completed the first level- 
Peter Walsh, Mew Moslem 

HANG-ON 

Never use the brake to slow down, simply release the throttle and you'll slow down just as effectively 
without skidding. 

Richard Hawkins, Woking 

SLAP FIGHT 

As soon as the game starts, move your ship to the top left comer of the screen and allow yourself to 
be shot. When you re-starl you will be graced with a full set of power wings and guided missiles 
which shouldmake your task a shade easier. 

Scott Fetch, Harrowgate and Adrian Goldsmith, Boston 



PAPERBOY 

Select 'Easy way' and Iry to survive the first two days. On the Wednesday, when you come to Ihe 
training course, head along the middle lane at full pelt. As soon as the finish line comes into view 
you should notice a bush io your right. Quickly change course and head tor the bush (still at full 
speed) and continue toward the fence that is to the righi of the finish line, Doing this takes you 
straight onto another training course where you should take the middle course again, Once you 
reach the end of the course you will find you can cycle straight through the spectator stand and onto 
your iNrd training course. Follow the middle lane again and this lime come to a halt IN the spectator 
stand. You now have a score of over a BILLION plus unlimited men for the rest of the game. 

Jeremy Walt, Bude 
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TRICKSN TACTICS 



HOT TIPS... HOT PRIZES!! 



Every month we give away ££££-worth of software to readers 
who send in the best playing tips, pokes, maps, and hi-score tac- 
tics... 

Tip of the month - gets you six top-rated games for your 
machine specially selected by the ACE team completely free. 

Just in case you're in any doubt about what thai could mean, this 
month Chris Wild walks away with free copies of; 
SuperSprint, Piexar, Moon Strike, how to be a complete 
Bastard, Renegade, Tai Pan 

That's worth a red-hot £44.78 for Mr Wild, ...Aren'cha dying ol 
jealousy?! Belter make sure ifs YOU next time! 

Five runners -up each receive a top-rated game for (heir machine 
specially selected by the ACE team, 

Alexander Edmonds who will soon be drooling over his free 
copy of Karate Kid ft 

T.L. Mensah who'll be racing off with a copy of SuperSprint (as 
soon as it's released). 

David Marek who will soon be tearing his hair out over XOR . 
Ediz and Robert who get Chuck Yeager's Advanced Flight 
Trainer. 

Richard Mablethorpe who wins Skuftdiggery. 

...next month it could be YOU! 

So get down to it! Send your tips to: 

Trie ks'n Tactics, Advanced Computer Entertainment, 4 
Queen Street, BATH, BA1 1 EJ 

Don'l forget to include your name and address {dearly written ion 
block capitals) and the name of your computer - so we can pick 
the right prize? 

....and don't forget ARCADE TIPS lor those coin- hungry high- 
Street mechanoids, With every Arcade Tip you send in, include 
the title of the game ol your choice and specify your computer - 
if you're chosen as Tip of the month you're chosen game will 
wing it's way to you absolutely free. This month. Peter Walsh is 
the lucky winner, next month..,? 




ACE 

Collect it! 

Missed the first issue of ACE? Don't despair. A copy 
can be despatched to your letterbox for just £1 ,50 
(postage free). Look at these highlights. 

FREE cassette containing 
COMPLETE games worth ' 
C8*£10- US Gold's BLUE 
MAX for the C64 and 
Oceans GIFT FROM THE 
GODS for the Spectrum. 

Buyer's Guide describing 
the ACE all-time top 50 
games. 

Large, colour reviews of 
XOR, Bubble Bobble, 
Quedex, Impact, Barbarian, 
Mask and more. 

Which Console? A 
detailed comparison of the 
Nintendo, Sega and Atari machines and the software 
available tor them, 

Music. Intro to Midi and a review of Casio's Midi Guitar 

Great playing tips on Guild of Thieves, Barbarian, 
Sentinel, Bounder, Defender of the Crown and more. 

Spoof letters page! 

How to order 

Just use the FREE POST Reader Offers card attached to 
the outside of the magazine, quoting order coce A" 2CB 
Or send a cheque lor £1 .50 to 

ACE Back Issues, Future Publishing Ltd, 
Somerton, Somerset, TA11 7PY 




IS THE NEW 

DIMENSION 



"1 O "1 Ad 



SPECIAL OFFERS 





The magazine 

which is 
electrifying 

the computer 
world would 
like to make 



an offer you 
can't refuse. 




Become a ^|g^ launch subscriber to ACE 

and you can \ knock an incredible £10 off 

your special offer purchases on the following two pages! 

So if you buy software totalling £19.95, you can have it 
for just £9.95! Or a £24.95 mega game for just £14.95. Or 
you can pick up any item which we're selling at £10 or 
less, absolutely free B 

What makes this offer especially remarkable is that the 
prices we advertise ateady represent substantial 
savings on normal shop prices. For example our price for 
software which costs £14.95 in the shops is normally 
£1 L95. So if you subscribe, you can buy one of those 
games for just £1 .95 - that's a total saving of £13!! 

There's no catch - a 
subscription to ACE at £17.95 
for 12 issues, would be a 
bargain even without this 
offer. We just thought that for 
people joining us from the 
start, wed do something 
dramatic. 




How to order 

Use the post-free card 
attached to the outside 
of the magazine. Or dial 
0456-7401 1 and ask for 
ACE Credit Card Orders. 



Now turn the page and k 
choose your software...! W 



AC! 



WIZBALL 



Ocean 

Use the combined powers of the 
bouncing Wizball and Cataball to 
collect magic water drops. Original 
and addictive. 

RRP AGEpria 

7 95 6.25 
Li 95 6,95 
12.06 10.9b 



YcrHfl 

Spectrum cass 
CBM 64 cass. 
CBM 64 disk... 

Amstrad cass 8.95 7.95 

Amstrad disk 14.95 11 95 



Crdc code 

A109SC 
A1 09CC 
A1D9CD 
A109AC 
A1D9AD 




Mirrorsoft 

Strategic Defence Initiative; action 
plus strategy. 

vs'sc- flRP ACEpriw Miradr 

Atari ST disk 29,95 24,95 A 1 1 6ST 

Am iga disk 29.95 24 .95 A \ 1 6AM 

TOP GUN 

Ocean 

You've seen the movie, now plan 
your own dogfights. One and two- 
player ad ion. 

ftruon RRP ACEpnea Ordwndt 

Spectrum cass 7.95 6,25 A114SC 

Amstfadcass B 95 695 A114AC 

Amstrad disk 1 4 95 1 1 95 All 4 AD 

IBM eompalible .... 1 9 .95 1 5.95 A It 4 PC 
Alan ST disk 19.95 15.95 A114ST 



3&m 



pi4j) 




XOR 



Logotron 

Ingenious maze game, packed with 
mmd-bending puzzles. Original and 
very compulsive. Ace Rated 927. 
vci-jr RRP ACEjmw OfdirMil* 

Spectr-ufri cass- 7.95 6.25 A1 19SC 

CBM 64 cass 9.95 7.95 A119CC 

CBM 64 disk... ...12 95 10.95 AH9CD 

Amstrad cass 9 95 7.95 AT SAC 



Amstrad disk. 



.14 95 11.95 A119AD 



WORLD GAMES 

US Gold 'Epyx 

Eight great sports: cliff diving, tog 
rolling, bull fig firing, weight-lifiting, 
slalom skiing, sumo wrestling, barrel 
jumping and caber tossing 1 
Vrtitf RRF ACEs'ce frfrcftfe 

Spectrum cass ,8 99 6,95 A1Q8SC 

CBM 64 cats .9.99 7.85 A108CC 

CBM 64 disk ,14,99 11.95 A1Q8CD 

Amstrad C9SS 9.99 7.95 A108AC 

Amstrad d isk 14 99 11.95 A1 03AO 

Atari ST disk... 24.99 19.95 At08ST 

Amiga disk 24,99 19-95 A 108AM 

IBM compatible.... 24 .99 19.96 A1Q8PC 



DEATH WISH 3 

Gremlin 

Clean up the streets in 
spectacularly violent style with your 
bazooka, machine-gun, pistols, etc. 
Yalta flRP ACEpte Ofdtr cedn 

Spectrum cass -7 99 6-29 A1D3SC 

CBM 64 cass 9.99 7,95 A103CC 

CBM 64 disk 1 4 .99 1 1 .95 A1 D3CO 

Amstrad cass 999 7,95 A103AC 

Amstrad disk 14.99 11.95 A 103 AD 




EPYX EPICS 



US Gold. Epyx 

Collection ot four stunning classics: 
Summer Games, Impossible 
Mission, Breakdance. Prtstop It. 
•isntv RRP ACEprka OrtfrMfc 

CBM 64 cass 9,99 7.95 A105CC 

CBM 84 disk 14.99 11.95 A1Q5CD 



TAIPAN 

Ocean 

Advanced strategy game based on 

the James Clave II novel. 

Vnion flRP ACEpm* Ordicndi 

Spectrum cass 7.95 6.25 A113SC 

Alari ST disk .19.95 15.95 A1 1 3ST 




BALANCE OF 
POWER 

Mirror so ft 

A demanding game of strategy, 
Tnwi flflP ACE pria frtvnfc 

Alan ST disk 29.95 24.95 At 17ST 

Amiga disk 29 .85 24.95 A 11 7AM 

STRIKE FORCE 
HARRIER 

Mlrrorsoft 

All action flight simulator and shoot- 
em- up. 

RRP 

..9.95 
..9.95 
14,95 
..9.95 



Spectrum cass 
CBM 64 cass 
CBM 64 disk 
Amstrad cass.. 

Amstrad dtsfc 14,95 

Atari ST disk 24.95 



ACE pr ta 
7.95 
7.95 
11,95 
7.95 
11,95 
19.95 



3'Wf M* 

A115SC 
A115CC 
A115CD 
A1 1 SAC 
A115AD 
A1 15ST 




LEADERBOARD 

US Gold), Access 

THE golfing simulation bar none, 
pjficr RRP ACE prci Onitrpodt 

Spectrum cass 8.99 6.95 A1Q7SC 

CBM 64 cass 9.99 7.95 A107CC 

CBM 64 disk 14 99 11.95 A1Q7CD 

Amstrad cass 9 99 7.95 A107AC 

Amstrad disk 14 ,99 11,95 A107AD 

Atari ST disk 24 99 19.95 A107ST 
Amiga disk 24 .99 1 9,95 A 1 07 AM 



MASK 



Gremlin 

Addictive gameplay based on the 
TV cartoon. 

Vnkjn MrP ACE cm* 

Spectrum cass 7.99 6.25 

CBM 64 cass 9 99 7.95 

CBM 64 disk 14.99 11.95 

Amslrad cass 9.99 7.95 

Am si rati di sk 1 4.99 1 1 .95 



QfdknM 

A1Q1SC 
A101CC 
A101CD 
A101AC 
A1Q1AD 




GAUNTLET 



US OoldVTaito 

The arcade smash hit featuring 
mazes teeming with spooky 
enemies. 



Spectrum cass. 
CBM 64 cass ... 
CBM 64 disk 
Amstrad cass... 
Amstrad disk.... 
Alari ST disk.... 



flfiP 

.a .99 

.9 



14 

9 

...14 
...24 



ACE pin 

6.95 
99 7.95 
99 11.95 
99 7.05 
99 11.95 



99 19 95 



Order code 

A11BSC 
A118CG 
A11BCD 
A11SAC 
A1 16AD 
A1 185T 



GAME OVER 

Imagine 

Exciting shoot-em-up featuring 
huge, evil guardians at the end of 
each level. 

Ymiwi RftP A££prf* >*rcn* 

Spectrum ca&S... 7.95 6.25 A110SC 

CBM 64 cass 9 95 695 AllOOC 

CBM 64 disk 1 2 .95 1 0,95 Ai 1 DCD 

Amstrad cass fi.95 6.95 A110AC 

Amstrad disk 14.95 11.95 All DAD 




SOLOMONS KEY 

US Gold 

Wizard coin-op game packed with 

puzzles and invention. 

YW* RRP ACE pre* tWrwto 

Spectrum cass., .,,699 6-95 A104SC 

CBM 64 cass 9.99 7.95 A1D4CC 

CBM 64 disk ... 14 99 11-95 A1D4CD 

Amstrad cass 9.99 7,95 A104AC 

Amstrad disk 1 4 . 99 1 1 -95 A 1 04 AO 



HEAD OVER HEELS 

Ocean 

Exploit the different abilities of two 
characters in a brain -bending 
exploration of a stunningly-depicted 
3D world. 

Ywwi HOT ACEpriw Orto&to 

Spectrum CM*. .7.95 &25 At 1 1SC 

CBM 64 cass. ,,..8.95 6.95 A111CC 

CBM 64 disk 12 95 10.96 A1HCD 

Arstradcaas 8.95 6.95 A111AC 

Amstraddisk ...14.95 11.95 Am AD 




DEFENDER OF THE 
CROWN 

Ml rror&ott MindSCape 

Strategy and combat backed by 
graphics you woukl not believe! 

'FWi ROT ACEpr« 

CBM £4 disk 14.95 1195 A105CD 

Amiga disk ..29.95 24.95 A 106AM 



ARKANOID 



Ocean 

Really enjoyable 
with 32 levels, 
inisn 

Spectrum cass... 

CBM 64 cass 

CBM 64 disk 

Amstrad cass 

Amstrad disk 

"BM compatible.. 
Atari ST disk 



Breakout clone 



W ACE pria 

795 6.25 

895 6.95 

295 10.95 

895 6.95 

495 11 95 

9.95 15,95 

9 95 15 95 



AH2SC 
A 1 12CC 
A112CD 
A112AC 
A' 1 2AD 
A112PC 
A11?ST 



STAR GAMES 2 

Gremlin 

A cgmpilalian of superb titles 
including Ball Blazer, Eidolon, 
Knight Games, Highway Encounter, 
artd Trail Blazer. Stunning value, 
'irtc RRP ACEpria Oris tip* 

Spectrum cass 7.99 6.25 A1Q25C 

CBM 64 cass 9.99 7,95 A1Q2CC 

CBM 64 disk 14.99 11.95 A102CD 

Amstrad cass 9.99 7.95 A1G2AC 
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MAIL ORDER 



ACE MAIL ORDER 

• Fast delivery 

• Friendly service 

• Fat discounts 

HOW TO ORDER 

Just make a note of the details of 
the items you want, including the 
order code. Then fill these in on 
the free-postcard marked "ACE 
READER OFFERS" attached to the 
outside of the magazine. 

You can either post this as it is 
with your credit card details, or 
put tt inside another envelope 
(addressed the same way) with a 
cheque. Either way you need pay 
no postage. 

Alternatively ring 0458 7401 1 
and ask for ACE Credit Card 
Orders. 

PLEASE NOTE 

1 . Ail items are despatched by 
first class mail. 

2 we have tried to list only those 
versions of software which are 
available NOW. 

3. All prices include VAT. postage 
and packing. 

4. You will normally receive 
software within 7 days of 
ordering But please allow 2-3 
weeks in case of temporary 
shortages. 



SUBSCRIPTION 



OFFER 



11 you want an even better deal, 
turn back one page and have a 
look at our subscription offer. ItH 
save you another £10!! 



CREDIT CARD HOTLINE 

© 0458 7401 1 





Next month... 

ACE is gelling litter and latter. Our net) 
bumper tesue - on sale November 5th - will 
have 

• An in-depth and vey unusual report on ihg 
PCW Show shenanigans, including stalling 
delaite of the software and personalities ihal 
really matter 

• Update Anguish how to take the pain out 
of movng jp from B bir 10 1£ b: compuler 
entertainment 

• Games ol Yore or Did we realty play 
them? We look af the games that use lo 
make our knees tremble; have they still got 
what it lakes 7 

• Strategy Games - Buyers' Guide lo The 
besl in megalomania 

• Graphics - head-to-head review of Amiga 
Slars D>gipa>nt and Deluxe Paint 2 

m Adventures - Yes. Minister. Level 9's 
Gnome Ranger and - maybe, jusl maybe - 
Infocgm's yukky-so ending venture in to Mills 
& Boon territory. Plundered Hearts 

• Tricks 'n' Tacllcs - how 1o play and win 
wiin Quedex. Red L.E.D.. Bcufderdash and 
Skuiidiggery 

• Reviews - even bigger and better section 
covering all those juicy games competing for 
your autumnal sovereigns 



BUTTER END 



THE BUTTER END.. 




Map' "Wild" Bill Stealy of Microprose Cuts the 
cake lo celebrate Microprose's lirsl birthday in the 
UK. You'll noijce, however that the large boifle of 
champagne has not been opened, despite the 
plethora of full glasses on ihe table lop. We 
suspect Major Stealey of keeping a firm hold on 



company expenditure, which no doubt explains 
whylheaixous chao on the nght is quielfy trying 
lo gel a laste ol the icing on his fingertip before 
ihe cake is whisked away and the hard tack 
brought out. 





!7 



Left Out 

An apofogy is due to Brian Larkman. author of Ihe 
Graphics Scene feature in our first issue; his 
name didn't quite make it on to ihe page 
alongside his immortal prose. Sorry about that. 
Brian's a real five artisl who's been fascinaied by 
compuler graphics lor some time - he'll be 
writing for us regularly in forthcoming issues. 

An apology is also due to Audiogenic: their 
exceHeni game Impaction Ihe treatment in ACE 
1 but the ACE Rating seemed a litle odd Again, 
something was left out - the number 2. The ACE 
Rating for the game should have been a 
refunding 927. 

Bubble Bobble 
Bonus... 

You very nearly very ludky blighters! If you own a 
Speclrum, ihal is. The five evels of Bubble 
Bobbie on thus monih's cover cassetle were 
almost the full game! Corfjsion aboul which 
master went where and to whom meant that the 
duplicators came within a hair's bfeadlh of 
running off thousands of full games, which would 
then have been generously given away by 
ourselves to hordes of grateful puniers. But our 
resident boffin Andy Wilion. saved the day. 



Buboimg and hobbling away on the 'demo' late 
one night he noticed that he didn'i seem lo be 
sioppping at Level 5, Or 6, Or 7. ...Frantic phone- 
calls next morning averted apoplectically red 
faces being on show. But it was a damn close run 
thing, Algy. 



More balls 



Next issue we hope to carry a match report on 
this exciting event, at which 'Champagne' Ron 
Atkinson will be in attendance. ACE reporters 
will be covering every inch of the park, giving 
110% and displaying their silky skills, etc., eic 
qui can a match between the 
press and a software 
house really be a 
'friendly'? Certainly 
Ihe crowd aren't going 
to be too happy - it 
looks as il 13500 
people have been given 
the same seal number 

We look forward to 
further evenls of 1 h is 
nalure There is of course 
absolutely no true 1nj|h in 
the rumour that Alan Sugar 



and Jack Tramiel have negotiated $1 million m 
prize-money to appear in a mud-wrestiling bout, 
or that Sir Clive Sinclair ottered lo lake on Ihe 
winner tor nothing. 
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Activision 12-13,94-95 

Argus 16 

Ariolasoft ... 6,77 

Audiogenic, ** IBC 

Budget 79 

CPS »i 1 1 ttttt i»Htt Mm > i urn i in i 44 

Firebird 21,57,78 



Gremlin „. IFC,3,80 

Incentive ♦**«. ... 99,101 

KJC . 44 

Logotron ...... „****.,****, 72 

Mar tech 48 

Mastertronk ..... „„«„„,..« 85 

Microprose .... 11,37,51,86,93 



Mirrorsoft ... ID 

Ocean/Imagine .... 24,32,43,60,88 

Piranha 70-71 

Shekhana „,*»•••»**..»*•.»*. 76 

Systems Architects ***** * 28 

US Gold OBC,22-23 ( 64,98 

York 44 



i ck^as 




HI plays like a dream... 
but seems like a NIBHTMABH 



TMPPIB -in a 1970's arcade machine! Every escape route is blocked by a wall of brightly 
coloured bricks. Powerfully addictive, with 200k of digitized sound, IMPACT has 80 built in 
screens plus 48 that you can design yourself - as hard, as simple, as much fun as you like. 
Hidden on each screen are special tokens - catch them if you can. Use them to buy one of nine 
powerful weapons, or keep them until the end of the screen to score a bonus. 





Available now, price f 14.95 for Amiga (512k min.) and Atari ST (requires 512k, mouse and colour monitor or TVl 
Coming soon for CBM&4, Spectrum, Amstrad and BBC (specifications vary). 

Audiogenic Software f td. t Win chest e r Hou se, Canning Road, Wealdstone, 
I iarr&v, Middlesex HA3 7SJ. Tel : 01 -861 1 166 
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Far the- 

Atari ST 
Amiga 
CBM 64/128 
Spectrum 
Amstrad 



ADVANCED. COMPUTER-ENTERTAINMENT 
^ ^ ^SOLID 3D 

HALF-PRICE!! X 



An incredible one-off discount on top titles for 
ATARI ST • AMIGA • AMSTRAD CPC • PC 



See the rear portion of this card 




FIVE complete levels of the number t arcade hit 

Bubble Bobble 

SPECTRUM • COMMODORE 64/128 



BUYERS' 
GUIDE 




WIN £2000 

of software! 



FREE games for a 
EAR from Telecom Soft 




1 



THE PHENOMENON CONTINUES 





Please rush me the to) lowing items from the 
ACE Reader Offer pages 



Order code 



Tills 



ACE Price 



I 



Telephone {if poss) 
Computer owned 



S0E±>SHQTS F-KOM ATAJtl ST VERSION 



SPECTRUM 48/128K 
£ 8.99 TAPE 

CBM 64/128 
TAPE £ 11,99 




Total Software Order 



Be i > A 



Method of payment (please circle) 
ACCESS • VISA * CHEQUE * POSTAL ORDER 

Credit card no. 



SUBSCRIPTION ORDERS 

Tick here for a 1 2 issue subscription 1o ACE cosling 
£ 1 7 95 This entilles you !0 £10 off your software order , 



Software Order Jess CIO discount 

IfiQjt A minus DO II box A to less tlw £10, write ZERO I 

Subscriber's total payable 

(bo* B- E17 9S) 



Bo* B 



Bd< C 



Credit card expiry dale 



Please make cheques and postal criers payable 
to Future Publishing Ltd. Send them With this 
card in en envelope addressed as over {no 
stamp required), 

This card Is valid until November 30th, 1997 



1 



For the- 



Atari ST 
Amiga 

CBM 64/128 

Spectrum 
Amstrad 



ADVANCED 



Winne 



LOADING GUARANTEED! 



The cassette on the other side of this card was part of a massive 
duplication run by specialists ABLEX. They are confident enough of 
their quality control to otter this guarantee: 

It your cassette will not load yen may return it direct to mem for a free 
replacement The address is: 

ACE Bubble Bobble Cassette 
Ablex Audio Video Ltd 
Harcourt 
Halesfield 14 
Telford 
TF7 4QR 

II you encounter any loading drffrcully. please first check that you have 
followed the loading instructions on page 7 correctly, and that your 
system is able to load other games satisfactorily. 




Do not aftia postage 
stamp if ported <n 

the Untied Kingdom. 
Channel I stands or 
iS-leoF Man 




ACE November special 
FREEPOST (BS4900) 
SOMERTON 
Somerset 
TA11 7BR 



Do no: sHu postage 
sla^p 1 pos:et: >" 

the Uni!Ed K ngdorr-, 
Channel Islands, or 
I s e ol Mar 
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